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AI ASSISTANCE DISCLAIMER AND COLLABORATION ACKNOWLEDGMENT 

This handbook has been created through a collaborative process that involved both human expertise 

and the assistance of ChatGPT, a large language model developed by OpenAI. While ChatGPT has 

been utilized in certain sections to provide initial content, all information has been carefully reviewed, 

validated, and modified as necessary by the author to ensure accuracy and relevance. The content 

should be considered a result of this joint effort.  

LICENSE 

This handbook is licensed under the Creative Commons Attribution-Non-Commercial-Share Alike 

(CC BY-NC-SA) license. This means that you are free to share (copy and redistribute) and adapt 

(remix, transform, and build upon) the resources in this handbook for any purpose as long as you 

provide appropriate credit to the original authors , do not sell your adaptation of the handbook and 

distribute your contributions under the same license. This license does not apply to the Erasmus+-

logo.  

By using this CC BY-NC-SA license, the authors of this handbook promote the open sharing of 

knowledge and encourage collaboration, while ensuring that proper attribution is given, and deriva-

tive works remain accessible to the community under the same terms. For more information on the 

specifics of the CC BY-NC-SA license, please visit the Creative Commons website. 

ERASMUS+ FUNDING ACKNOWLEDGMENT AND DISCLAIMER 

This project has been generously co-funded1 by the Erasmus+ Pro-

gram of the European Union2. Erasmus+ is a European funding initia-

tive aimed at supporting education, training, youth, and sport in Europe. The program provides op-

portunities for individuals and organizations to gain valuable skills, experience, and international ex-

posure by participating in projects, training, and other collaborative activities. The funding received 

from the Erasmus+ Program has been instrumental in the successful development and implemen-

tation of this project, fostering innovation, knowledge exchange, and best practices among partner 

organizations and participants from different countries. The views and opinions expressed in this 

project do not necessarily reflect the official position of the European Commission or the Erasmus+ 

Program, and neither the Commission nor the Program can be held responsible for any use that may 

be made of the information contained herein.   

 

 

1 A significant portion of the project was funded by the Landesmedienzentrum Baden -Württemberg. 
2 While the Erasmus+ funding reference is included in the handbook and tutorials, it is omitted from other materials to preserv e participant 
immersion and prevent disruption to the narrative experience.    
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A INTRODUCTION 

1. SERASUM: For a better tomorrow  

This learning adventure is part of a project called EXCALIBUR (EXpanding Content And 

Language Integrated learning through BUilding a sustainable future in Real-time with 

immersive environments) funded by the Erasmus+ programme of the European Union. 

The EXCALIBUR project aims at combining content and language integrated learning 

(CLIL), STEM and civic education with future -oriented game-based learning. 

The participants of the project are immersed in a story that has them create new iden-

tities from a different country, where their foreign language is spoken, and become 

agents for sustainable development. Their training takes place in a virtual world where 

they collaboratively face challenges regarding sustainable development with groups 

of learners from other countries in a multilingual and multicultural setting. While using 

their linguistic skills, they will learn about sustainable development and develop skills 

that will help them create a better future.  

2. Purpose of this handbook  

The purpose of this handbook is to provide learning facilitators with both the back-

ground information they will need to develop the required mindset for such a project 

and the skillset and the toolset for its implementation. The handbook also contains all 

relevant materials to be used and adapted for different groups of learners and different 

contexts. 

3. Integration in the narrative  

The reason why this handbook is called an officer handbook stems from the fact that 

it is mandatory that the learning facilitators who want to implement this project be-

come immersed in the story as well. Just like the learners reinvent themselves as 

SERASUM agents, the learning facilitators need to reinvent themselves  as SERASUM 

officers  and become part of the experience. This means that either before the kickoff 

or during Mission 0 (A, C, D), the learning facilitators will create a new identity , as well. 

Apart from that they can decide themselves how much they want to be part of the 

scenario. The more they are part of it the more they will be learning partners.  
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4. The narrative   

Europe, 2023. A majority of people still refuse to listen to warnings and ignore the 17 

Sustainable Development Goals. The leaders of the EU have decided to recruit young 

people who care about their future to become SDG agents. They might be the only 

chance to ensure that by 2030, all people will be able to enjoy peace and prosperity. 

This new sustainability initiative is called SERASUM. The participants of this project  

have successfully applied to be part of the initiative as secret agent s for sustainable 

development.  

In order to provide the future SDG agents with the necessary training, the SERASUM 

initiative has come up with a brilliant plan: since no one will be suspicious of a new 

game, the EU leaders have decided to promote Minetest in the educational sector. This 

is why no one will realize that while their peers use these virtual worlds solely for learn-

ing and gaming, the new agents will undergo training with other new SERASUM agents.  

Once they will have finished their training, they will be assigned to a new country, and 

will live there among the general population. This will be made possible through an 

official youth exchange program the EU will launch within the next year. The exchange 

program will extend to non-EU and particularly English-speaking countries because we 

live in a global world and many English-speaking countries are partners of the EU. The 

task of these new SDG agents xjmm!cf!up!tubsu!dibohf!bu!uif!hsbttspputǃ!mfwfm!jo!their 

host country, without anyone knowing they are agents (because then people might not 

trust them). Not even their fellow agents may know their real names so their identity 

as an agent will never be exposed. This is why they take on new identities  before joining 

the program. 

As they need to prepare to live in their future host countr ies, part of their training will 

be to immerse themselves in a new culture from the start so they will learn how to fit 

in and live under an assumed identity. This is why, in the virtual world, their assumed 

identit ies will be linked to a country whose language they learn at school. Since learn-

ers of different languages will all be trained together, there will be times when they will 

use English for communication even if uifzǃsf not in an English-speaking training group. 

Also, their assignments should always be translated into English, as well, so everyone 
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will understand. SERASUM agents can never be sure where they will be assigned even-

tually, so practicing their English is the reasonable thing to do.  

The training for new SDG agents will take several months during which trainees will 

live together in shared housing in the virtual world. They will live there under their as-

sumed names and cultural identities, and they will interact with their peers from this 

point of view. Since they need to develop practical skills regarding sustainability, their 

task will be to build a new sustainable model community (housing, society) in accord-

ance with the 17 UN sustainable development goals. For this, they will have to organize 

themselves, maybe agree on leaders or organize themselves in collectives, discuss 

goals and divide these goals into smaller tasks to be completed by subgroups. In order 

to find solutions for common problems,  they will have to start with research and then 

share and apply their new knowledge creatively. They will also have to negotiate their 

assumed national identit ies and their European values. While working on their respec-

tive tasks there will be regular meetings to report on their progress and for feedback 

purposes.  

Of course, they will be evaluated during this training period on several occasions. The 

evaluation will be based on several key aspects: language skills, knowledge about sus-

tainable development, daily practices. This is why agents-in-training will be asked to 

keep an oral journal. For data privacy and security reasons and because data needs to 

be stored in an energy-efficient way, they will use a completely new storage medium: 

data cubes.  

 

 

 

 

These data cubes can easily be accessed through electronic keys that will be stored in 

a novel Blockchain-like infrastructure  that hardly consumes any energy ƿ cvu!jtoǃu!qfs.

fect yet. 

Figure 1 Merge Cube (product photo)  
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B PEDAGOGY | MINDSET3 

1. Why are future skills important?  

The concept of the VUCA world was developed by the US Army War College in the late 

1980s, more than 30 years ago, as an attempt to describe the world after the collapse 

of the USSR, i.e., the end of the Cold War, and the resulting challenges. The acronym 

stands for volatile, uncertain, complex, and ambiguous.  

However, simply describing the world's challenges is no longer enough. More than 

three decades later, digitalization has changed the world dramatically and has led to a 

fundamental cultural change, i.e., the digital transformation, that is at least as dras tic 

as the one triggered by industrialization. The complexity of the world is still a fact, but 

it is no longer enough to merely describe the challenges and do experiments to over-

come them. Unlike industrialization, which people had to cope with primarily on a local 

level, digitalization has given people a means to communicate their thoughts and opin-

ions on a global level, e.g., via social media. As a result, humanity has moved closer 

together. Thus, the impact of these challenges that are due to the digital transfor-

mation can now be heard and felt everywhere, and even though we continue to live in 

a complex VUCA world, its impact on the individual is omnipresent and has made many 

people feel like they live in chaos. This second, more personal dimension of the VUCA 

world has added chaos to the equation and is referred to as the BANI world: it is brittle, 

people are anxious, it is non-linear, i.e., cause and effect are no longer tangible, and for 

many people the world has become incomprehensible. It should be noted that different 

cultures deal differently with these effects of cultural change, as can be seen in a com-

parison between Europe and Asia (Ito, 2018). There are different approaches to over-

coming the paralysis that has a firm grip on many people, but they can all be summa-

rized under the term future skills.   

While in the VUCA world it was still enough to solve problems experimentally in pilot 

studies to find the best solution and then implement it, in a BANI world and in the face 

of an exponential future it is necessary to act as quickly as possible. However, this 

ability to act must be learned by making it an everyday practice and by realizing that 

there are no mistakes, just learning opportunities. To achieve this, learners must be 

 

3 Disclaimer: Part of this section was taken from a n article by Stephanie Wössner published in the FROG22 anthology (Wössner, 
2023).  
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allowed to take responsibility for their learning and develop many competencies that 

require an open mindset. RAAT is an acronym summarizing some of the most im-

portant future skills that can lead the way to dealing with the effects of complexity on 

the individual. RAAT stands for resilience, attention (i.e., mindfulness), adaptation (i.e., 

flexibility), and transparency. These are the skills Gen Z and Gen Alpha need to develop 

to be well prepared for the future. 

Table 1: VUCA, BANI, and RAAT 

Challenge Impact on the individual  Solution  

V = volatile  B = brittle R = resilience 

U = uncertain A = anxious A = attention  

C = complex N = non-linear A = adaptation 

A = ambiguous I = incomprehensible T = transparency 

Ą changes since the Cold War Ą symptoms in a global world  Ą future skills  

 

2. Future-oriented learning   

Jo!sfdfou!zfbst-!uif!ufsn!ǆdpoufnqpsbsz!fevdbujpoǇ!ibt!pgufo!cffo!vtfe!xjui!sfgfsfodf!

to the 4Cs (Communication, Collaboration, Creativity, Critical Thinking) in order to 

describe the ideal education in the 21st century (The Partnership for 21st Century 

Learning, 2015). However, particularly the Covid-19 pandemic has shown that the 

notion of contemporary education is based on, i.e., to realign learning with the changed 

social reality, has reached a dead end. Even before that, however, there were indicators 

that the notion of contemporary education had taken a wrong turn: for years, we have 

cffo!gmppefe!xjui!usbjojoh!tfttjpot!gps!dpoufnqpsbsz!fevdbujpo!mjlf!ǆUif!jQbe!jo!uif!

Fohmjti!DmbttsppnǇ-!xijdi!tffn!up!jnqmz!uibu!dpoufnqpsbsz!fevdbujpo!jt!nvdi!npsf!

about technology than about society. Moreover, in the past five years or so, the 

definition of what is considered contemporary learning has been greatly reduced to 

certain aspects, primarily the use of digital devices and the 4Cs in a learning setting 

that is very much determined and assessed by a teacher, and, therefore, no longer 

synonymous with what it could have been according to the original ideal. This is why 

xf!tipvme!sffwbmvbuf!uif!vtf!pg!uif!ufsn!ǆdpoufnqpsbsz!fevdbujpoǇ!boe-!gpmmpxjoh!b!

2012 New Zealand study (Bolstad et al., 2012), replace it with the notion of future-

oriented learning. 
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Bddpsejoh!up!uif!sftfbsdifst!gspn!Ofx![fbmboe-!uif!ufsn!#32tu!dfouvsz!mfbsojohǇ4, 

coined at the end of the 20th century, was already problematic in 2012, as it tended to 

describe current practices but was not (or rather no longer) visionary and oriented 

towards the future. In 2012, they nevertheless used the term "future-oriented learning" 

ps!#gvuvsf!mfbsojoh#!bt!b!tzopozn!gps!ǆdpoufnqpsbsz!fevdbujpoǇ-!bt!uif!ufsn!xbt!

already established in academia at that time. However, they emphasized that, for them, 

the term represented an evolving collection of new ideas, beliefs, knowledge, theories, 

and practices. Specifically, they saw "future-oriented learning" as combining a new 

understanding of knowledge with new insights about learning with the ultimate goal to 

deconstruct the existing system. They identified the following basic principles o f this 

new system: personalized learning, a new understanding of equity, diversity and 

inclusivity, a focus on competencies, a new understanding of the roles of learners and 

teachers, lifelong learning, establishing a collaboration between schools and the 

community. New technologies and collaborative practices were mentioned as 

secondary areas of interest. The ultimate goal was to integrate the lessons learned 

joup!uif!tztufn!boe!efwfmpq!ju!tp!uibu!Ofx![fbmboeǃt!mfbsofst!xpvme!cf!bcmf!up!

participate in and shape their personal, as well as national and global futures. 

Future-oriented learning still takes into account the 4Cs of learning but adds to them 

other equally important elements, such as character and citizenship (cf. 6Cs of Deep 

Learning (Fullan & Scott, 2014)), as well as future skills (Fidler & Williams, 2016). At the 

same time, in a world where peace can no longer be taken for granted and where the 

global community has to deal with the challenges of the present and the future 

together, foreign languages are becoming more and more important. Despite the fact 

that quite a number of amazing AI applications have been released since 2022, e.g., 

ChatGPT, and that this may lead people to believe that we no longer need to learn 

foreign languages to communicate, it will still take a long time until any machine 

learning algorithm may understand and be able to translate cultural nuances and 

mentalities. For learning a new language means learning about your own identity, 

shared values and negotiating  different points of view. This is why learning a foreign 

language is not an end in itself, it needs to happen in an authentic environment where 

 

4 This term is used interchangeably with "contemporary education" in the educational community.  
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your need to speak the language for a specific purpose that goes beyond being 

evaluated for it.   

Although not everyone will share these thoughts on this new old notion of future -

oriented learning because we have been talking about contemporary education for a 

xijmf!opx-!ju!bduvbmmz!epftoǃu!hp!gbs!fopvhi;!jg!xf!xbou!up!dibohf!uif!tztufn-!xf!offe!

to use many other new words, such as learning group (instead of class), learning 

environment (instead of classroom), learner (instead of student), and learning 

facilitator or partner (instead of teacher). For traditional terminology comes with a lot 

of preconceived notions and historical baggage and will make change difficult or even 

impossible (Wössner, 2022).  

Despite all this, future-oriented learning is not an end in itself , either. Shaping the future 

also requires everyone to think about sustainable development and develop many 

more skills, like future and problem-solving skills. For our ultimate goal as citizens of 

the world is to have agency in the future, so current and future problems can be solved 

by the global community. This is in accordance with the OECD Learning 2030 

framework, which highlights the importance of knowledge, skills, attitudes, and valu es 

that are used in a learning context to develop competencies with the ultimate goal to 

have agency in the future. (OECD, 2018).  

Figure 2: The OECD Learning Framework 2030 (Source: OECD, 2018, p. 4 | adapted by PetiteProf79) 
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This experiential learning, communication and collaboration space can take many 

forms and may include, among others, design and futures thinking practices, questions 

of sustainable development, extended reality, virtual worlds, gaming, and game-based 

learning. They can encourage a paradigm shift in which the former teacher becomes 

both a facilitator by designing learning opportunities and a learner in their own right. 

Designing learning opportunities has always been part of being an educator, so while 

the tools may change, both mindset and part of the required skills remain intact  (Rober, 

2018). Moreover, playing has always been part of human nature (Huizinga, 1987), so it 

should be easy for any educator to reclaim the heritage they may have lost sight of 

during their teacher training.  

3. Game-based Learning 

In her book Reality is Broken, Jane McGonigal identified four important traits that 

define games (McGonigal, 2011, pp. 26):  

Å hpbmt-!xijdi!ǆqspwjef!qmbzfst!xjui!b!tfotf!pg!qvsqptfǇ 

Å svmft-!xijdi!ǆvomfbti!dsfbujwjuz!boe!gptufs!tusbufhjd!uijoljohǇ! 

Å b!gffecbdl!tztufn-!xijdi!ǆtfswft!bt!b!qspnjtf!up!uif!qmbzfst!uibu!uif!hpbm!jt!

efgjojufmz!bdijfwbcmf-!boe!\Ǎ^!qspwjeft!npujwbujpo!up!lffq!qmbzjohǇ 

Å voluntary participation  

Jo!puifs!xpset-!ǆb!hbnf!jt!uif!wpmvoubsz!buufnqu!up!pwfsdpnf!voofdfttbsz!pctubdmftǇ!

(Suits & Hurka, 2005, p. 159). More recent games often have a contextualizing story 

but being embedded in a narrative is not a prerequisite for a game.  

Games have always been an integral part of human nature (Huizinga, 1987), which is 

why they should definitely be part of learning. Following the Hook model (Eyal, 2014), 

when a player is incentivized to start playing a game (for example through a compelling 

narrative), they will want to overcome obstacles presented to them. If they play a good 

game, all four defining traits of games will be present, they will learn from their 

mistakes and receive a meaningful reward which will encourage them to go on playing. 

This reward is linked to the notions of self -determination and self -efficacy (Deci & 

Ryan, 2008). As they keep playing, they will choose more challenging tasks and will 

soon enter in a state of flow (Csikszentmihalyi & Szöllösi, 2010), which goes hand in 
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hand with a profound happiness. This feeling is due to dopamine, a neurotransmitter 

that is released when the brain expects a reward (van der Linden et al., 2021), and self-

efficacy, optimism, hope, and resilience (Luthans et al., 2007).  

 

 

 

 

 

 

 

While, at first glance, good games and the traditional education system seem to share 

a great deal of those qualities of good games which lead to intrinsic motivation, a 

closer look reveals that in theory, this may well be the case, but in practice, it isnǃu/!Jo!

school we encourage young people to face a challenge, we give them a grade as a 

reward and ƿ in a perfect world ƿ this reward would motivate them to go on learning. 

However, we do not live in this perfect world: In a game, the rules make sense to the 

player ƿ often because there is an underlying narrative that explains the system ƿ, 

challenges are set by the player and the reward they receive is of personal value. Most 

importantly, the player is allowed freedom to choose the way to overcome the 

challenge they chose to tackle and to fail as many times as they need to learn how to 

succeed. In school, on the other hand, the challenges are set by a teacher, the rules are 

set by the system and may not make sense because they lack a contextualizing 

narrative, and feedback is of social nature. Unlike in a good game, there is no self-

determination involved and learners are continuously punished for their mistakes. This 

basically sets up young people for failure because their attention is redirected on their 

own failings instead of celebrating their talents. This also explains why parents ofte n 

have to practically force their children to study and fight to get them away from the 

latest computer game.       

Figure 3 The Hook-Model (CC BY-SA-NC 4.0 | Icons: Noun Project) 

NpujwbujpoCfmpiovoh

JowftujujpoIboemvoh

Ippl !Gmpx
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Games are not only an integral part of the lives of late Gen Z and Gen Alpha 

(Medienpädagogischer Forschungsverbund Südwest, 2022, pp. 49) but the 

competencies developed by gamers in what is mostly considered a leisure time activity 

can be quite valuable in many respects (Bediou et al., 2018; Mitterer & Steiner, 2020). 

They can be of cognitive, social, personal, and sensomotoric nature, and can also 

contribute to digital  literacy (Donau-Universität Krems, 2018). These skills have not 

only been proven to havf!ǆsfbmǇ5 life consequences (McGonigal, 2011; Katski, 2017) but 

they are increasingly desirable for employers (Molloy, 2019). Moreover, games have 

even helped solve scientific puzzles more than a decade ago (Uehlecke, 2010) and 

have advanced the development of artificial intelligence tremendously (Luzgin, 2019). 

Even the fact that games can change the world is nothing new if we take into account 

organizations like Games for Change.   

Game-based learning basically refers to using - very often popular - games for learning. 

It has nothing to do with gamification 6  or educational games 7/!Ju!bmtp!epftoǃu!

necessarily refer to the use of digital games, as can be seen with the Quest2Learn 

tdippm!jo!Ofx!Zpsl!)Ufljocbt!fu!bm/-!3121*/!Ipxfwfs-!jo!uijt!qbqfs-!uif!ufsn!ǆhbnf-

cbtfe!mfbsojohǇ!jt!vtfe!up!sfgfs!up!ejhjubm!hbnf-based learning. 

Game-based learning focuses on the acquisition of competencies. Factual knowledge 

will very likely be developee!bt!xfmm!evsjoh!hbnfqmbz-!cvu!ju!jtoǃu!uif!hpbm!pg!uif!hbnf/!

Unlike gamification and educational games, which often reward players with points 

that they can accumulate to compare themselves to others or see some kind of 

progress, game-based learning is rooted in the belief that overcoming a challenge 

deliberately taken on by the player will make them happy and motivate them to go on 

playing, thus becoming increasingly competent. Moreover, games are designed in a 

way to allow the player to learn from their mistakes instead of punishing them like the 

current education system with its assessment culture does.    

 

5 quotation marks are deliberately used because experiences in a virtual world are also real (Chalmers, 2022) 
6  ǆuif! vtf! pg! wjefp! hbnf! fmfnfout! jo! opo-hbnjoh! tztufnt! up! jnqspwf! vtfs! fyqfsjfodf! boe! vtfs! fohbhfnfouǇ! 
  (Deterding et al., 2011) 
7  Hbnft! eftjhofe! gps! mfbsojoh-! pgufo! bmtp! dbmmfe! ǆtfsjpvt! hbnftǇ! )gps! bo! jo-depth analysis of elements of serious  
  games cf. Bedwell et al., 2012) 
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4. Self-determination  theory 

Self-determination theory is a psychological theory that suggests people have three 

basic needs: autonomy, competence, and relatedness. Autonomy refers to the need to 

feel in control of one's own life and decisions. Competence refers to the need to feel 

capable and effective in one's actions. Relatedness refers to the need to feel con-

nected to others and to belong. 

The theory suggests that when these needs are met, people are more motivated and 

engaged in their activities, which leads to greater well-being and satisfaction. It also 

suggests that people are more likely to pursue activities that align with their personal 

values and interests when their basic needs are met. 

Overall, self-determination theory highlights the importance of supporting people's 

basic psychological needs to promote their motivation, engagement, and well -being. 

5. Virtual worlds , videogames, and learning 

Virtual worlds, i.e., computer-simulated environments (Bartle, 2003), have been around 

for a long time. First references predate computers and go back to Roman Times 

(Biocca & Levy, 1995, pp. 6-8). In the 20th century, the cinematographer Morton Heilig 

played around with the idea of a Sensorama, a theatrical experience involving all 

senses (Norman, n.d.). Video games like Maze War (Lebling, 1986; Damer, 2004) and 

MUDs and MUSHes from the 1970s can be considered virtual worlds as well (Mitchell, 

1995), even though the 1986 Commodore 64 game Habitat (Lucasfilm Games, 1986) 

is credited to be the first online virtual world (Rossney, 1996). Most people probably 

think of Second Life (Linden Lab, 2003) as the first mainstream virtual world, or of 

games like Fortnite (Epic Games, 2017) or Animal Crossing (Nintendo, 2015). So virtual 

worlds have very often been synonymous with video games.  

According to James Paul Gee, learning design and video game design are very similar. 

He came up with a list of principles that show how learning can be encouraged by 

games (cf. Table 2). It is very interesting to see how many of these principles match 

the general idea behind the OECD Learning 2030 framework, too (OECD, 2018). 
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Table 2: Learning principles by James Paul Gee (Gee, 2007 pp. 23)  

Empowering learners Learning 

¶ co-design ¶ learners need to feel like active agents 

¶ customize  ¶ learners learn differently 

¶ identity ¶ learners need to be committed 

¶ manipulation & distributed 

knowledge 

¶ learners feel like they have agency; immersion & 

interaction > feeling of presence 

Problem-solving  Learning 

¶ well-ordered problems 
¶ learners need scaffolding and apply what they have 

learned 

¶ pleasantly frustrating  
¶ learners need challenges they want and are able to 

overcome; they must neither be bored nor overwhelmed 

¶ cycles of expertise 

¶ learners need time to practice in order to be able to 

integrate previously acquired / developed knowledge/ 

skills with new knowledge/skills  

¶ jogpsnbujpo!ǆpo!efnboeǇ!boe!

ǆkvtu!jo!ujnfǇ 

¶ learners need access to certain information when they can 

use it or feel like they need it to solve a problem 

¶ fish tanks  
¶ learners need to start with simplified system that become 

more and more complex 

¶ sandboxes 
¶ learners need to be allowed to fail and feel safe taking 

risks 

¶ skills as strategies  
¶ learners need to apply their skills and knowledge to 

accomplish a certain goal 

Understanding Learning 

¶ system thinking  
¶ learners need to see the big picture and understand how 

what they do is meaningful  

¶ meaning as action image ¶ learners need experiences they can link to their learning 
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6. Task-based learning, problem-based learning and project -based learning 

Task-based learning, problem-based learning, and project-based learning are three 

learner-centered approaches that focus on engaging learners through real-world, au-

thentic tasks and problems to facilitate their learning process.  

In task-based learning (TBL), learners engage in specific tasks or activities to achieve 

learning outcomes. These tasks are designed to be meaningful, purposeful, and rele-

vant to real-life situations, requiring learners to use their language, problem-solving, 

and critical thinking skills. TBL is often experienced in language learning, where learn-

ers are encouraged to use the target language to complete tasks, but it can also be 

applied across various subjects. 

Problem-based learning (PBL) is an approach where learners focus on solving open-

ended, complex, and real-world problems. In PBL, learners work in collaborative groups, 

with the educator acting as a facilitator or guide. The learning process is driven by 

inquiry, as learners identify their own learning needs, research, and apply knowledge to 

solve the given problem. PBL promotes the development of critical thinking, collabora-

tion, and problem-solving skills and is widely experienced in disciplines like medicine, 

engineering, and business. 

In project-based learning (PjBL), learners actively explore real-world problems or chal-

lenges over an extended period, culminating in the creation of a final product or presen-

tation. In PjBL, learners work individually or in groups, collaborating and applying their 

knowledge and skills to complete the project. The educator acts as a guide or mentor, 

providing resources and support when needed. PjBL emphasizes interdisciplinary 

learning, critical thinking, communication, and creativity, and can be experienced in 

various subject areas and grade levels. 

SERASUM: For a better tomorrow mostly follows task -based and project-based learning 

with a hint of problem-based learning with a less prominent guiding role of the learning 

facilitator . In the pilot project, the mission director  acted as a guide only when neces-

sary. If the project is implemented without external help, the learning facilitator needs 

to take on this role. They need to keep in mind that their job is not to guide the learn-

ers/agents  towards a particular outcome but that they are expected to facilitate crea-

tivity and collaboration.  
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7. Global simulation s  

Francis Debyser and Jean-Marc Caré (1984) propose the idea of using a global simu-

lation as a means of language learning. A global simulation is a task-based learning 

approach and involves creating an imagined world that reflects real -world situations, 

in which language learners can interact and communicate with each other in the target 

language. 

The simulation provides learners with an immersive and engaging environment where 

they can practice their language skills in a context that is relevant and meaningful to 

them. The simulation also allows learners to explore different cultures and perspec-

tives, and to develop intercultural competence. 

The authors suggest that the global simulation approach can be effective in promoting 

language learning, as it provides learners with a context in which they can use the lan-

guage for real-world purposes, rather than simply memorizing grammar and vocabu-

lary. The simulation also allows learners to receive immediate feedback on their lan-

guage use, and to reflect on their learning in a collaborative and supportive environ-

ment. 

Overall, the global simulation approach provides a dynamic and interactive platform 

for language learning and has the potential to promote learners' motivation and en-

gagement in the language learning process. Ju!bmtp!dpoofdut!mfbsofstǃ!love for video-

games (Medienpädagogischer Forschungsverbund Südwest, 2022, pp. 49) to learning 

a language.  

The project Eine andere Welt / Un Autre Monde (www.unautremon.de | 2012-2016) is a 

project developed by Stephanie Wössner and Christophe Jaeglin that used the global 

simulation approach to promote intercultural competence and language learning. It 

highlights the potential of the global simulation approach in promoting language learn-

ing and intercultural competence and provides a valuable tool for educators and learn-

ers in the field of language education. The valuable experiences made in this project 

are the foundation of SERASUM: For a better tomorrow, the latter bringing these expe-

riences to the next level as it involves digital game-based learning in virtual worlds and 

future-oriented learning instead of focusing only on language learning, European citi-

zenship and Web 2.0 tools.  

http://www.unautremon.de/
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8. Design thinking and futures thinking  

Design thinking and futures thinking are two distinct yet related approaches that can 

be applied to address complex problems and envision innovative solutions.  

Design thinking is a human-centered, iterative problem-solving process that involves 

empathy, experimentation, and collaboration to create innovative solutions. The de-

sign thinking process developed by IDEO consists of six stages: understand, observe, 

define, ideate, prototype, and test. In this model, understanding refers to gaining in-

sights about the context and users, while observing focuses on studying users' behav-

ior and interactions. After understanding and observing, the process moves to defining 

the problem, generating ideas, and creating prototypes. Finally, testing and refining the 

solutions based on user feedback are carried out. Design thinking encourages a deep 

understanding of users' needs, rapid ideation and prototyping, and continuous iteration 

based on feedback. This approach is widely used in product and service design, as 

well as organizational and social innovation.  

 

Figure 4 Design Thinking Process according to Hosang (2021) (Source: Own Work | CC BY-SA) 

Futures thinking, also known as strategic foresight or futurism, is a systematic ap-

proach to exploring and understanding possible, probable, and preferable futures to 

make better decisions in the present. It involves identifying trends, challenges, and op-

portunities, envisioning alternative future scenarios, and developing strategies t o 

shape the desired future. Futures thinking encourages critical thinking, adaptability, 

and resilience, helping individuals and organizations to be better prepared for uncer-

tainties and change. 
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Design thinking and futures thinking are related in that they both aim to address com-

plex problems and create innovative solutions. While design thinking focuses on un-

derstanding and addressing current user needs and prototyping solutions, futures 

thinking looks further ahead, considering the long-term implications and uncertainties 

of decisions made today. By combining design thinking's human -centered approach 

and rapid prototyping with futures thinking's ability to envision alternative scenarios 

and adapt to change, organizations can develop more robust, innovative, and sustain-

able solutions for both the present and the future.  

SERASUM: For a better tomorrow aligns with the principles of futures thinking by offer-

ing learners the chance to consider the future and develop the necessary future skills 

they will need to shape it. Through creating prototypes of potential  future scenarios, 

learners gain an understanding of their preferred future outcomes. The integration of 

design thinking is possible by reimagining the missions  as design challenges and ap-

plying the six phases of the iterative design process to develop solutions, provided that 

there is adequate time to do so.  

9. CLIL 

Content and Language Integrated Learning (CLIL) is an approach to language educa-

tion that involves teaching subject content, such as science or history, through a for-

eign language. The goal of CLIL is to develop students' language proficiency while also 

teaching them important subject matter.  

CLIL teachers provide students with opportunities to practice language skills within 

the context of the subject being taught. This approach encourages students to use the 

language in a meaningful way, and to develop their understanding of key concepts in 

the subject area. CLIL also promotes the development of critical thinking skills, as stu-

dents must analyze and evaluate information presented in the foreign language. 

The CLIL approach is effective in promoting language learning, as it provides students 

with an opportunity to use the language in a purposeful and authentic context. This 

can enhance students' motivation and engagement in the language learning process. 

CLIL also promotes interdisciplinary learning, as it encourages students to make con-

nections between different subject areas.  
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Overall, the CLIL approach provides a dynamic and engaging way of teaching language 

and subject content and can enhance students' language proficiency and subject 

knowledge simultaneously.  

Even though SERASUM: For a better tomorrow is based on the idea that language learn-

ing and learning about sustainable development are intertwined, this project trans-

forms teachers to learning partners and focuses more on competencies than on fac-

tual knowledge. So the outcome is similar  to the traditional  CLIL approach but the 

method is different in that the  learners involved learn about sustainable development 

based on their own critical thinking and future skills  rather than being guided by a 

teacher. 

10. Sustainable Development 

Sustainable development means meeting our current needs without compromising the 

ability of future generations to meet their own needs. It involves finding ways to use 

resources wisely and protecting the environment, while also ensuring that everyone 

has access to basic needs such as food, water, and education. 

The Sustainable Development Goals (SDGs) are a set of 17 goals agreed upon by coun-

tries around the world to help achieve sustainable development. These goals aim to 

end poverty, protect the planet, and ensure that everyone has access to basic needs 

such as healthcare and clean water. 

 

 

 

 

 

 

 

 

 

 

Figure 5 Sustainable Development Goals Poster (Source: United Nations, 2018) 
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SDGs are important because they recognize that the way we live our lives affects the 

environment, the economy, and society as a whole. They provide a framework for mak-

ing sure that we meet our needs without compromising the needs of future genera-

tions or damaging the planet.  

Everyone can take action to support the SDGs, thus contributing to the creation of a 

better future for themselves and the world around them. This can include making small 

changes in their daily lives, such as using reusable bags or conserving energy, and 

getting involved in community initiatives that work towards achieving the SDGs.  

SERASUM: For a better tomorrow addresses some SDGs more than others but the con-

cept can be adapted as to address all of them. 

11. Inner Development Goals 

In a world facing increasingly complex and interconnected challenges, the Inner Devel-

opment Goals (IDGs) are gaining importance as a complement to the United Nations' 

Sustainable Development Goals (SDGs) by emphasizing the significance of personal 

development and the cultivation of internal competencies crucial f or the SDGs' suc-

cess. IDGs focus on individual human development, encompassing a range of compe-

tencies and qualities necessary for achieving the external goals of a sustainable and 

equitable society, including emotional intelligence, ethical leadership, resilience, mind-

fulness, and collaborative skills. These inner abilities enable individuals to inspire, lead, 

and maintain change. 

 

Figure 6 The Inner Development Goals (Source: IDG Initiative | Public Domain) 
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IDGs are critical for several reasons: they are essential for the implementation of the 

SDGs, providing the psychological and emotional tools needed to effect and support 

the challenging changes required for sustainable development; they are crucial for cri-

sis management, as strong inner capabilities are needed to remain resilient and find 

effective solutions in the face of global challenges such as climate change, social ine-

quality, and political tensions; and they enhance personal well-being, contributing to a 

more productive and harmonious societal coexistence.  

Promoting IDGs requires an integrative approach involving education, workplace prac-

tices, and broader society. Educational systems can develop curricula that emphasize 

skills like critical thinking, empathy, and self -reflection. Organizations can create cul-

tures that support self -awareness, teamwork, and lifelong learning. Governments and 

NGOs can support initiatives that raise awareness of the importance of inner develop-

ment and provide resources for its promotion.  

Introducing IDGs involves rethinking how success is measured and recognizing that 

personal development is as important as economic growth. However, IDGs also offer 

a tremendous opportunity by helping to fully harness human potential, leading to a 

more just, peaceful, and sustainable world. By linking individual development with hu-

manity's global goals, IDGs create a bridge between the individual and the planet. The 

impact of IDGs is already visible across various contexts, paving the way for a future 

where individuals are valued not just as resources but as active contributors to change. 

As a relatively new concept that continues to evolve and gain relevance, IDGs represent 

a crucial part of achieving a holistic educational perspective, integrating future -ori-

ented learning with sustainable and inclusive approaches to our common challenges.  

SERASUM: For a better tomorrow addresses IDGs in an implicit manner. 

12. Media and Information Literacy  

Media Literacy is the ability to access, analyze, evaluate, create, and act using all forms 

of communication. It involves understanding the role of media in society, as well as 

essential skills of inquiry and self -expression. It's not just about consuming content 

but also about understanding the implicati ons, origins, and context of the content. It 

involves understanding the techniques used by the creators of media messages, the 

messages themselves, and the impact of these messages on society. 
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Information Literacy, on the other hand, is the ability to recognize when information is 

needed and to have the ability to locate, evaluate, and use effectively the needed infor-

mation. It involves the ability to differentiate between reliable and unreliable sources, 

understand the context of information, and use it effectively to accomplish a specific 

purpose. 

In the 21st century, both media literacy and information literacy are of crucial im-

portance for several reasons: 

1. Rise of digital  media and information overload: With the explosion of digital media 

and the internet, we are constantly bombarded with information. This can be over-

whelming and confusing. Media and information literacy skills help people navigate 

through this sea of information efficiently and effectively.  

2. Fake news and misinformation: The spread of fake news and misinformation is a 

major issue in today's digital age. Media and information literacy equip people with 

the necessary skills to discern credible information from misinformation or disin-

formation.  

3. Participation in democratic processes: In democratic societies, media and infor-

mation literacy are critical for informed citizenry and participation in democratic 

processes. It empowers citizens to understand the political, economic, and social 

issues presented in the media, and make informed decisions.  

4. Digital divide: As societies become more information -centric, there is a risk of a 

digital divide, where those lacking media and information literacy skills are left be-

hind. Developing these skills is therefore essential to ensure inclusive access to 

information an d knowledge. 

5. Critical thinking: Media and information literacy foster critical thinking, enabling in-

dividuals to have their independent thoughts and views, rather than accepting in-

formation at face value.  

6. Privacy and security: Understanding media and information also includes under-

standing how personal information is used and shared online, which is crucial for 

personal security and privacy in the digital age. 

In conclusion, media and information literacy are essential skills in the 21st century, 

empowering individuals to navigate, understand, and contribute to the increasingly 
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complex world of digital information and media. These skills need to be learned from 

an early age.  

In SERASUM: For a better tomorrow learners develop media and information literacy 

because they need to collect information to make suggestions how to solve the chal-

lenges presented and these suggestions need to be well-founded.  
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C IMPLEMENTATION | SKILLSET 

1. Overall organization  

In order to provide an authentic environment for communication in a foreign language, 

it is necessary to have a least one partner in a different country so that  either a shared 

lingua franca or at least two languages can be used in all communication . The project 

could also be easily integrated into an eTwinning or other European project.  

As Missions 1 through 4 are intended to be tackled simultaneously, careful planning is 

essential. All participating groups should collaborate to find a mutually agreeable time 

slot that can be reserved for the project across all schools, taking into consideration 

the individual schedules of each institution.  The larger the group the more time and 

effort this will require. If some groups can dedicate more time to the project than oth-

ers, it is possible to continue working on the missions after the time slots reserved for 

the project. In this case, the mixed groups of agents need to plan ahead and stay in 

touch (using Mumble Chat, not WhatsApp or any other app linked to their real identity) 

so the groups that can be involved more can take on longer tasks or finish tasks yet to 

be finished. The same goes for the option that learners continue building at home in 

their free time.  

As it is quite common that participants might be absent from school for various rea-

sons, the learning facilitators involved should make plans how to handle this situation 

because reporting should be complete. If learners are absent due to an illness that is 

not that severe, they may want to participate from home. Otherwise, you could estab-

lish a buddy system and have buddies fill each other in before the next session or at 

the beginning of a session so the learner who was absent can still gvmgjmm!uif!bhfouǃt!

reporting duties. This is also an opportunity f or social learning because one learns 

what it means to be part of a team and to work towards a common goal despite eve-

ryday life mishaps.  

There are three options to organize the adventure 

¶ Period of about five consecutive days 

¶ Period of about ten days with one rest day between sessions 

¶ Weekly meetings 
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Jo!ufsnt!pg!jefoujgjdbujpo!xjui!pofǃt!bwbubs!boe!jnnfstjpo!jo!uif!tupsz-!ju!jt!bewjtbcmf!

to implement the adventure over a short period of time and detach it from regular class 

sessions. However, you need to make sure there is enough time for reporting duty as 

it is a very important part of the adventure.  

Since every interruption ibt!uif!qpufoujbm!up!ejtuvsc!uif!jefoujgjdbujpo!xjui!pofǃt!bwbubs!

and the feeling of immersion, it is advisable that participants have no other obligations 

(like tests, presentations, etc.) during the adventure. If it is impossible to guarantee 

this, a way to not break immersion for the whole group is  to call away certain agents 

wjb!boopvodfnfout!tp!uifz!dbo!qbsujdjqbuf!jo!ǆtqfdjbm!pqt!usbjojohǇ!ps!ǆjoufotjwf!tljmm!

efwfmpqnfouǇ!sessions. Their avatars can walk away (which is part of general neti-

rvfuuf!jo!wjsuvbm!xpsmet!jotufbe!pg!ejtbqqfbsjoh!jo!gspou!pg!fwfszpof!ps!up!ibwf!pofǃt!

avatar standing around idle) and come back later.  

As for breaks, it should be avoided to disrupt the adventure with regular school breaks. 

If possible, participants should not even hear the bell ring. Also, breaks in different 

countries are rarely at the exact same time, so this would have the potential to be even 

more disruptive. Instead, there are two options: either the learning facilitators come up 

with a break schedule for all groups that are involved, they make the sun go down and 

everyone go to bed so they can take breaks in the physical world. This may be the best 

option if learners are not used to deciding on their own breaks. A much more sensible 

and natural option is to let learners decide for themselves when they need a break and 

allow them to listen to their own bodies without disturbing anyone else. Their avatar 

can go to a resting area while their physical twin takes a short break. This focuses on 

each person as an individual and fosters  the development of personal skills, such as 

self-management, listening to one's inner voice, self-observation and response, 

thereby enhancing overall mental health.  

In terms of where the participants are in the physical world, there are three options, as 

well. They can be at home, in one room or in one building/on one campus. Ideally, they 

are either at home and can contact training officers via the SERASUM communicator 

in a dedicated frequency or they are somewhere on campus and sit in small groups. 
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2. Asynchronous Collaborative Activities  

If there are groups that really want to participate but cannot reserve the required time 

slot, it is possible to add an assessment center for prospective agents with tasks that 

can be done individually and asynchronously but that will contribute to the overall nar-

rative. For instance, this assessment center could include research tasks whose re-

sults can be used by the agents-in-training, or the prospective agents could be tasked 

with improving the SENTIMET National Park, for instance after the end of Mission 3. It 

is mandatory that any activity in the assessment center adhere to the basic principles 

of the project, so the assessment center is not supposed to be used for teaching in a 

traditional way. Whether the assessment center is open 24/7 without an officer pre-

sent or only at specific times  with an officer present to help is up to the management 

team of the project.  

Another possible scenario for groups that cannot participate in the missions is to have 

these learners become journalists who document the SERASUM initiative. They can 

use security cam footage, explore the virtual world by themselves, meet with agents-

in-training to do interviews, etc. and then produce a documentary or a weekly newscast 

in the Europe News HQ.    

A third option for groups that can only participate for a short period of time  is to have 

them be the researchers who evaluate the prototypes built in Missions 3 and 4 and 

exhibited in the CABULIREX Exhibition Center. They can write or record oral reports on 

the solutions and their evaluation to be stored in the adjacent future lab. 

3. Seasonal adventures and socializing activities  

These unique activities provide a complementary, voluntary experience for learners 

outside of their primary project commitments. Designed as leisurely pursuits, they are 

not directly linked to their main training missions as agents for sustainability but con-

tinue to utilize their agent alter egos. 

Participants are encouraged to dive into various seasonal adventures, such as holiday-

themed break-in games, virtual treasure hunts, and cultural exploration quests linked 

to celebrations like Halloween, Christmas, Easter, and more. Each activity addresses 
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and illuminates different cultural traditions, providing a playful and engaging context 

for cross -cultural understanding.  

Communication during these activities is conducted in English, serving as a lingua 

franca to facilitate inclusive and clear interactions between participants from different 

linguistic backgrounds.  

These events are coordinated by the learning facilitators and experienced collectively, 

fostering a sense of camaraderie and shared adventure. Participants are, however, free 

to decide whether or not they want to attend. However, maintaining their agent alter 

ego personas is strongly encouraged to sustain the shared narrative, promote unity, 

and build a stronger sense of community. To preserve the immersive and captivating 

qualities of these experiences, the focus stays on these fictional identities and int er-

actions, leaving their real-life identities and discussions at the threshold.  

In conclusion, these seasonal adventures and socializing activities serve as an enrich-

ing supplement to the primary project, cultivating a robust sense of community, en-

hancing cultural understanding, and amplifying the fun and discovery elements of the 

program. This unique blend of learning, socializing, and immersive storytelling creates 

a supportive and engaging environment that extends beyond their primary role as 

agents for sustainability.   

4. Role of the learning facilitators  

In SERASUM: For a better tomorrow, the role of learning facilitators is pivotal in nurtur-

ing a "better tomorrow." As guides, moderators, and mentors, they actively participate 

in the learning process, fostering an inclusive and collaborative atmosphere. When one 

facilitator assumes the ro le of a moderator, others adeptly step into the role of mentors, 

seamlessly blending into the group to offer support and guidance. Their intervention 

strategy is subtle yet effective; if necessary, and only then, they nudge learners forward 

through inquiry and reflection rather than direct instruction, thereby encouraging au-

tonomy and critical thinking. This approach ensures that if learners encounter obsta-

cles, they are gently guided to overcome them without being given explicit solutions. 

Recognizing the challenges of oral communication, facilitators encourage dialogue 



 

page | 26  

 

among participants, thereby enhancing communication skills and peer learning. Oper-

ating at eye level with the learners, they create an environment where everyone feels 

empowered to seek assistance, be it from facilitators, i.e. avatars tagged with the _of-

ficer label, or fellow agents-in-training, thereby cultivating a community of mutual sup-

port and continuous learning. Learning facilitators should not hesitate to turn to 

agents-in-training for help, either.  

In addition to their roles as guides, moderators, and mentors within SERASUM, learning 

facilitators must possess an in -depth understanding of the virtual world and its inter-

connected activities. This knowledge is crucial for them to effectively distribute mis-

sion files in the physical world, ensuring learners have the necessary resources to em-

bark on their journeys. Facilitators are also responsible for knowing the location of 

hints for specific activities, requiring them to be intimately familiar with the virtual en-

vironment. To maintain this level of expertise, they must diligently study the officer 

handbook and participate in regular meetings to meticulously prepare for upcoming 

missions.  If there are older learners who are familiar with virtual worlds like Minetest 

and may want to participate, it is an option to ask them to impersonate the moderator, 

potentially as a small group. 

Furthermore, learning facilitators may occasionally need to impersonate the game 

master AI (cf. 5. Troubleshooting). This aspect of their role demands a high degree of 

discretion; the ability to seamlessly adopt this persona without revealing it to the par-

ticipants is essential for preserving the immersive experience of the adventure. This 

hidden facet of their personali ty ensures that the integrity of the learning environment 

is maintained, allowing agents-in-training to engage fully with the experience without 

being aware of the facilitators' behind -the-scenes orchestration. This careful balance 

of visibility and invisibility enhances the educational impact of SERASUM, making the 

facilitators' roles integral to the narrative and engagement of the learning process. 

5. Troubleshooting  

In SERASUM: For a better tomorrow, the nuanced role of learning facilitators is critical, 

especially when addressing errors in oral or written productions by agents -in-training. 

To maintain the seamless integration of learning within the adventure, facilitators tran-
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sition into the role of the SERASUM AI for interventions, a strategy that demands care-

ful consideration and coordination. This approach ensures consistency across the 

board, as the decision on when and how to intervene is not only a personal judgment 

call by individual facilitators but also a collective decision discussed among the team  

of learning facilitators . This strategy maintains the narrative's integrity and the immer-

sive learning experience while addressing necessary corrections. 

Corrections are not aimed at ensuring flawless linguistic output but at fostering lin-

guistic improvement, keeping in line with the educational objectives of SERASUM. The 

learning environment values the visible progression of linguistic skills over perfecti on. 

Interventions by the AI are reserved for instances that could significantly hinder com-

munication or when errors reflect a misunderstanding of fundamental knowledge (e.g., 

geographical names or language identifiers). This gentle nudge towards self -correc-

tion and awareness is pivotal, designed to enhance learning without imposing the feel-

ing of a traditional classroom setting. The balance struck between correction and en-

couragement is meticulously oriented around pedagogical principles to enhance learn-

ing outcomes.  The AI should only intervene when necessary and as little as possible. 

Its role is addressed in the sample agent handbook. It needs to stay within the narrative 

and the objectives of SERASUM.  

Three distinct methods of feedback facilitate this approach effectively:  

¶ Indirect feedback: The SERASUM AI subtly corrects errors through indirect means, 

such as adjusting the terminology on an ID badge (e.g., correcting "USA" to "Amer-

ican" for nationality or "France" to "French" for language). This method reinforces 

correct usage without direct confrontation.   

¶ Direct feedback outside the virtual world: For errors made outside of in-world mis-

sion tasks, the SERASUM AI provides direct feedback through digital messages or 

printed index cards, utilizing a custom-

izable Canva template (cf. D8). This 

feedback method ensures that learn-

ing extends beyond the virtual con-

fines, bridging the gap between the vir-

tual and physical worlds. It may be Figure 7 Example of direct feedback 
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ofdfttbsz!xifo!ofx!bhfout!epoǃu!voefstuboe!the different parts of the ID form or 

if they claim their dream job is to be a terrorist.  

¶ Direct feedback within the virtual world: The AI com-

municates issues directly within the virtual environment, 

ensuring timely and contextually relevant interventions. 

This method will most likely be appropriate when the 

feedback concerns behavioral issues, not linguistic is-

sues. It can also be used when the moderator realizes 

uibu!b!ubtl!xbt!njtvoefstuppe!boe!epftoǃu!xbou!up!dps.

rect the course of events too obviously. Instead, they can 

send a message to a random agent-in-training with infor-

mation or hints.  

If issues with motivation should arise, there are ways to motivate and engage partici-

pants. For instance, recognition and rewards for exemplary performance  can be used 

for finishing reports on time. This can also include d esignating "Agents of the Month" 

(cf. D8). This recognition may not only include public acknowledgment and virtual re-

wards (e.g., new skins or items) but can also leverage positive peer pressure by an-

nouncing achievements to all participants upon logging in. Such incentives must be 

carefully calibrated to encourage improvement without fostering undue competition or 

pressure. Their use should not, under any circumstances, turn into mere gamification 

elements that make agents-in-training forget why they are really there. So they should 

only be used if there are motivational issues ƿ which should not happen as the narra-

tive is rather compelling.  

Addressing disruptive behavior is another facet of the facilitators' role, with a clear 

protocol for managing troublemakers. Agents causing disruptions may face temporary 

revocation of privileges (like creative mode), communicated through in -world mes-

sages by the game master AI. This disciplinary action, while stern, is rooted in a clear 

understanding of the reasons behind such behavior. The agent handbook contains a 

section on in-world-sanctions . Sanctions need to be communicated clearly and a rea-

son for each needs to be given. If there is enough time, it is also possible to decide on 

Figure 8 Example of direct feedback 
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either complementary or all sanctions together in a meeting in -world at the end of Mis-

sion 1. It must be clear that these rules and regulations as well as sanctions are in the 

interest of the community. For more information on dealing with troublemakers go to 

D2l, for more information on impersonating the AI go to D2c and D2d. 

Whatever the issues may be, it is mandatory for learning facilitators to adopt a proac-

tive and analytical approach towards identifying and resolving challenges that agents -

in-training might face. Whether these challenges stem from a lack of linguistic com-

prehension, media literacy, motivation, or engagement with the narrative, it is crucial 

that facilitators first understand the underlying causes before implementing tailored 

solutions. If an agent-in-training acts out, there is always a reason that can be remedied. 

By doing so, they ensure that the learning environment remains supportive, engaging, 

and effective for all participants. This comprehensive strategy not only enhances the 

overall learning experience but also aligns with the project's commitment to fostering 

growth, innovation, and collaboration among its agents for a better tomorrow.  

Table 3: Examples for the assessment of problems and potential solutions  

Underlying problem Explanation Solution  

Lack of comprehension Issues with understanding assign-

nfout!ps!fyqsfttjoh!pofǃt!pxo!

thoughts , which may hinder partic-

ipation. 

Use the AI to clarify or add explanatory 

posters in-world. 

Allow participants to use an app like 

Google Lens to translate sections in real -

time.  

Make participants aware of subtitles in tu-

torials. 

Lack of media literacy Difficulty in using digital tools or 

navigating the virtual environment. 

Incorporate a tutorial or NPC to improve 

digital skills.  

Lack of motivation from 

learning facilitators  

Facilitators may not be engaging 

enough or may not fully believe in 

the narrative, affecting participant 

engagement. 

Facilitators should become more involved 

and show enthusiasm for the narrative.  

Story not compelling 

enough 

The narrative or tasks may not be 

engaging or interesting enough for 

participants.  

Introduce new elements or twists to the 

story to pique interest.  

Expectations too high The challenges may be too diffi-

cult, or too much may be expected 

from the participants, leading to 

frustration.  

Introduce help elements for those strug-

gling, ensuring tasks are achievable. 

participants  bored The tasks or story may not be 

challenging or interesting enough, 

leading to disinterest.  

Introduce new challenges or leadership 

roles that align with the story.  

In summary, learning facilitators in SERASUM operate within a meticulously designed 

framework that balances correction with motivation, discipline with understanding, 
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and individual judgment with collective decision -making. This approach ensures that 

the learning experience remains engaging, immersive, and educationally effective, fos-

tering an environment where errors are seen as opportunities for growth rather than 

mere faults to be corrected.  

6. Mutual t rust  as a condition of success  

It is essential that all agents be aware of the fact that  they are trusted not to misbehave 

or destroy what others have built, to treat others respectfully, to not  hide behind an 

assumed anonymous identity  and to make an effort to let themselves be caught up in 

the simulation.  

Officers, on the other hand, need to let agents take responsibility for their learning and 

avoid trying to teach them, control them or nudge them to go in a specific direction. 

They must  not provide agents with materials, prepare the building process through in-

struction , or influence their decisions in any way. Also, debriefing sessions  or grading 

individual or group performance must be avoided because it would break immersion.  

Evaluation can only be based on the reporting done from within the narrative. Only after 

the final missions and the graduation event may there be evaluation on the meta-level. 

However, in no scenario should there be an attempt to grade the reports, the comple-

tion of the missions or any kind of evaluation done after the project. 

The only reason for officers to actively mess with in-world dynamics is when things 

get out of hand or when agents are completely clueless and need assistance (but only 

as little as needed to get back to work). There are in-game mechanisms that allow for 

punishment (/kick <player name>, /ban <player name>), but they should only be the 

last resort. Most issues that arise can be turned into learning opportunities, such as 

inappropriate or destructive behavior that can be addressed during an emergency 

meeting scheduled by an officer.  For more information go to C23 and D2l. 

It is a sensible choice to address the issue of mutual trust  in-world, so not on the meta-

level but from within the narrative, and to make sure learners understand that we have 

faith in their ability to shape our future.  
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7. Devices 

Learning facilitators need a computer to prepare certain documents. It is up to them if 

they give the mission files and the agent handbook to the learners as printouts or in a 

digital format. The digital format  (interactive PDF, no smartphone frame) makes more 

sense according to the narrative (level of secrecy required). Since it may be a little 

inconvenient if mobile devices are used because a QR code on a mobile device cannot 

be scanned with the same mobile device, the QR codes are interactive, i.e. if you tap 

on a QR code the associated link will open. However, there is also a print version 

(*_print.pdf) of each mission file including a smartphone frame  in case there are no 

tablets available.  

It is recommended that learners have a computer available as well as both a tablet and 

a smartphone. All devices need a stable Wi-Fi connection. All participants need a com-

puter or an Android tablet to use Minetest and a computer, Android or iOS tablet to use 

Mumble and CoSpaces Edu. It is recommended they use Minetest on a computer (with 

a mouse) and Mumble on a mobile device that has access to the Internet with their 

own headphones. Headphones should have active noise cancelling and be of good 

rvbmjuz!tp!uif!njdspqipoft!ep!opu!qjdl!vq!puifs!qfpqmfǃt!wpjdft!xip!bsf!dmptf!cz/ 

Table 4: Tools and devices 

Tool / Medium  
In-world  PC/laptop 

with mouse  
Tablet Headphones 

Wi-Fi/Internet  

access 

Minetest  Training world X X8  X 

Mumble/Mumla  Communicator  X X X X 

CoSpaces Edu Data cube, RCT tool9 X X (X) X 

Mission files  Digital mission files  X X  X 

Padlet Message board X X (X) X 

Please refer to D2 and D3 for information on what you need to prepare so Minetest and 

Mumble will work.  

 

8 Only Android 
9 For the RCT tool (CoSpaces AR) in Missions 3 and 4 only a mobile device will work.  
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8. Technical Preparation  

There is a number of things that need to be prepared before the project can be imple-

mented. Everything that needs to be prepared by learning facilitators and learners as 

well as at the schools is mentioned in D Technology | Toolset. This is where you will 

find a description of e ach tool, information on what needs to be prepared and alterna-

tive tools  are mentioned if there are any. Please refer to C12 for a checklist .  

9. Copyright  and Creative Commons 

There are rules and laws that protect the creative work of individuals. In the context of 

photos and audio files, these rights fall under copyright law. Copyright law grants the 

creators of original works, such as photos and audio files, exclusive rights to use and 

distribute their creations. However, these rights aren't forever ƿ they generally expire a 

certain period after the creator's death, usually 70 years. Copyright is not suspended 

for educational projects.  

If learners want to use someone else's photos or audio files in their projects, they usu-

ally need to get permission or a license. Sometimes, this might involve a fee. There are, 

however, different types of licenses that allow learners to use these works wi thout 

having to pay: 

¶ Royalty-free licenses: These licenses let learners use copyrighted materials or in-

tellectual property without needing to pay royalties or license fees.  

¶ Creative Commons licenses: Creative Commons is an organization that offers a 

variety of licenses that give creators the ability to protect their work while also al-

lowing others to use it. Two specific licenses learners might  want to use are: 

o CC BY-SA: This license lets others change and build upon the work, even for 

commercial purposes, as long as they credit the original creator and license 

their new creations under the identical terms.  

o CC BY-NC-SA: This license is similar to CC BY-SA, but it adds a "Non-Com-

mercial" condition, meaning others can change and build upon the work, but 

they can't use it for commercial purposes.  

When learners are looking for images they can use freely in their projects, there are 

several websites they can use: 
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¶ Pixabay: This website has a wide variety of free images and videos. Learners can 

use these without asking permission or giving credit to the artist - even for com-

mercial purposes. They should, however, mention the Pixabay license. 

¶ Unsplash: Unsplash is similar to Pixabay. The images are free to use for both com-

mercial and noncommercial purposes. While learners don't have to ask permission 

from or provide credit to the photographer or Unsplash, it's always nice when they 

can. They should also mention that they got the photos from Unsplash. 

¶ Wikimedia Commons: This is a repository of free-use images, sounds, and other 

media files. Each file has a specific license, often a Creative Commons license, so 

learners need to check the license for each file they want to use. 

In the media viewer, the license information can be found by scrolling down a little. If 

zpv!dmjdl!po!ǆnpsf!efubjmtǇ!jo!uif!nfejb!wjfxfs-!a page will open that allows you to 

check attribution requisfnfout!cz!dmjdljoh!po!ǆVtf!uijt!gjmf!po!uif!xfcǇ!po!uif!sjhiu-

hand side of the photo.  

 

 

 

 

 

 

 

 

 

 

 

 

 

If learners use their own photos and audio files, which is highly recommended, they 

can choose to license them under Creative Commons licenses like CC BY-SA or CC BY-

Figure 9 Finding information for attribution on Wikimedia Commons (Source: Screenshot) 

https://pixabay.com/service/license-summary/
https://unsplash.com/license
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NC-SA. This allows others to use, share, and build upon their work while also requiring 

that they be credited and that their work be shared under the same terms. This can be 

a great way for learners to contribute to the global learning community and see their 

work used in a variety of ways.  

In this project, learners should not use their real name but their agent name when taking 

credit for a photo, video or audio file. 

Tutorial: How to find photos that may be used  in a project 

10. Kickoff  

To facilitate the immersion of new agents into the  narrative, there is a kickoff video 

intended to do just that. As Mission 0 is done asynchronously, the kickoff video can be 

watched by each group individually, but it is recommended to have a kickoff meeting 

for all participants as to mark the beginning of the project.  

During the kickoff meeting, the project team will briefly introduce themselves without 

referring to their role in the project. After announcing that there will be an introduction 

to the project , the video of a newscast  is launched. The avatar in the video talks about 

wbsjpvt!dvssfou!dibmmfohft!)mjlf!ifbu!xbwft!bmm!pwfs!Fvspqf-!uif!xbs!jo!Vlsbjof!Ǎ*/!Tve.

denly, there is some interference, and the newscast is replaced by avatars speaking 

about the secret organization of SERASUM. Finally, one of the avatars turns around to 

address the learners to recruit them. The final scene before the newly recruited agents 

start working on their agent identities is an animated chat that is supposed to connect 

the physical, the digital and the virtual worlds.    

The video can be found here. 

 

 

 

 

Note: Since the first part of this  video refers to rather specific challenges that may 

change over time, it is possible to make your own avatar video and replace the first 

Figure 10 Still from the kickoff video  

 

https://youtu.be/RL72kfj7tik
https://youtu.be/2CMfFu5y2UQ


 

page | 35  

 

part of the video with it. The app that was used to create the video is called Tellagami, 

but there are many apps out there that let you do the same. You should, however, stick 

to the format of a newscast  and there should be some kind of interference at the end 

so that it looks like the broadcast is suddenly interrupted by another signal.   

11. Timeline & required time  

Embedded into the narrative introduced in the kickoff video , there will be missions that 

will encourage learners to come up with solutions for current challenges pertaining to 

sustainability issues. They will be gradually immersed in this story and ƿ just like in the 

physical world ƿ they will never know what the future will bring. This is why between 

Missions 3 and 4 there is a storm  followed by a flood that requires agents to restore 

the European Village. This helps the learners learn to be prepared for an uncertain fu-

ture and to anticipate it.  

All missions together take about 2 7.5 to 39 hours. Before Mission 0, there is a kickoff 

video (approx. 7 minutes long) that marks the beginning of the project.  

 

 

For a detailed timeline, please refer to E Appendix | 1. Detailed timeline  

 

 

 

 

Mission 0
Becoming an 

agent

ǋ2 weeks

ǋA 60'
ǋB 30'

ǋC 30'

ǋD 45'
ǋE 45'

ǋF 30'
ǋG 30'-90'

Mission 1
Moving in & 

introductions

ǋ2 weeks

ǋA 60-90'
ǋB 30'-60'

ǋC 2h

ǋD 30-60'

Mission 2
Making the 

(present) world a 
better place

ǋ2 weeks

ǋ3-4h

Mission 3
Building the 

future

ǋ6 weeks

ǋ4 parts
ǋ8-12h

Mission 4
Recycling the 

past

ǋ2 weeks

ǋ3 parts
ǋ4-8h

Mission X
Offboarding

ǋ1 week

ǋX1 90'
ǋGrad. 60'

ǋX2 90'

Figure 11 Timeline 
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12. Checklists: Actions to be taken over the course of the project  

This is a list of technical preparations .   

Table 5: Checklist for technical preparations  

 What? Where? Remarks  

Ä Create a BLOCKALOT account 

and create a new BLOCKA-

LOTSpace with a Mumble server 

Link Choose the appropriate template for this 

learning adventure; for Mumble server crea-

tion and setup, as well as Mumble channels 

please refer to C17 and D3c 

Ä Make sure every learner has a PC 

or an Android tablet with an Inter-

net connection for Minetest  

school / home  A PC or laptop is highly recommended. It is 

also recommended to provide learners with 

mice as trackpads are not very comfortable 

to use.  

Jg!uif!tdippm!epftoǃu!ibwf!fopvhi!efwjdft-!

you may resort to BYOD (make sure that an 

Internet connection is possible) or borrow 

devices from media centers, makerspaces, 

etc. 

Minimum system requirements for PCs/lap-

tops: Intel Pentium 4, 2Ghz, 512MB RAM, 

1GB of free disk space 

Ä Make sure every learner has a PC, 

an Android mobile device or an 

iOS mobile device with an Internet 

connection for Mumble/Mumla  

school / home  If learners are allowed to use the school Wi-

Fi, they can use their personal smartphones. 

Uifz!epoǃu!offe!b!high bandwidth but should 

not be asked to use their personal data plan 

except if parents authorized it. They should 

use the same device throughout the adven-

uvsf!up!nblf!tvsf!uifsf!xpoǃu!cf!boz!ufdi.

nical issues. 

Ä Make sure every learner has head-

phones for the device they use 

Mumble/Mumla on  

school / home  For hygienic reasons and comfort, it is rec-

ommended learners use their personal 

headphones. 

Ä Install Minetest client on the de-

vices 

From Link Needs to be finished and tested before Mis-

sion 0C 

Ä Install Mumble / Mumla client on 

the devices 

From Link or App/Play 

Store 

Needs to be finished and tested before Mis-

sion 1B 

Ä Have Minetest server address 

whitelisted and ports opened 

School network Minetest server address: space.blockalot.de 

UDP port number of your BLOCKALOTSpace 

or range from 30000-40000 

Ä Have Mumble IP address white-

listed and ports opened 

School network IP address: mumble.blockalot.de  

TCP & UDP port number of your Mumble 

server (BLOCKALOTSpace port + 10000) or 

range from 40000-50000 

Ä Make sure, learners can exe-

cute .exe-files on PCs 

School network Since Minetest is an executable file, you 

need to make sure learners are allowed to 

execute these files. Some school networks 

might block this by default.  

 

 

 

https://www.blockalot.de/
https://www.minetest.net/downloads
https://mumble.info/downloads
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This is a list of things that need to be prepared  

Table 6: Checklist for tasks to be done before the project  

 What? Where? Remarks (including how  to) 

Ä Download file structure  From Link 

 

You need your own cloud storage (NextCloud, 

PofEsjwf-!Ǎ* 

Ä Read officer handbook  Link You need to understand the structure of the whole pro-

ject to implement it. You also need to know what to 

prepare and have a look at the officer tutorials.  

Ä Check basic skills - Make sure both you and your learners have the re-

quired skills (f.ex. media literacy , working inde-

pendently) needed for the adventure before you begin. 

Ä Create your new identity ID form on your 

cloud storage  

It is recommended you fill out an ID form and come up 

with a new biography from another country for your av-

atar; your username for the training world needs to be 

lastname_officer (max. 19 characters). You may also 

complete all other activities the learners  do in Mission 

0. Also familiarize yourself with all the tools needed.  

Ä Prepare Padlets, Book-

Creator, ThingLink 

online Make copies and set up; create QR codes for Padlets  

Cf. D5-7 & 12 

Ä Share Safe Deposit boxes On your cloud stor-

age (Ą E2) 

Share the links to the three Safe Deposit boxes and 

create QR codes 

Ä Adapt the map if neces-

sary 

BLOCKALOT tem-

plate / Minetest  

If you work with foreign languages other than German, 

French and Englisch, you will, for instance, have to 

switch the flags in -world 

Ä Adapt agent handbook if 

necessary 

Word file on your 

cloud storage (Ą E2) 

This is only necessary if you need to switch out QR 

codes or if you want to add information or replace lan-

guages; Cf. C29a 

Ä Adapt tutorials if neces-

sary 

Tutorials on your 

cloud storage (Ą E2) 

Cf. C29c 

Ä Adapt the exit survey  online You can use any tool of your choosing to create the 

exit survey. You can find our survey questions in E7 for 

further reference and inspiration. The questions 

should reflect your evaluation focus.  

Ä Optional: Adapt the exit 

interview questions and 

scheduling survey 

online Make a copy of the exit interview evaluation board (Op-

tion A) on Padlet and set it up. You can use any tool to 

create the schedule meetings for the exit interviews 

(Option B). You can find our interview questions in E7 

for further reference and inspiration. The questions 

should reflect your evaluation focus.  

Ä Optional: Replace Links 

and QR codes 

All mission files  Replace all QR codes if you want all QR codes and links 

to go to your cloud storage. You may, however, use the 

links to our cloud space for any documents and tutori-

bmt!zpv!epoǃu!dibohf/!Uifo!zpv!pomz!offe!up!dibohf!

the ones below and use your versions of the mission 

files. (cf. C29a) 

Ä Optional: Create Insta-

gram and Twitter (X) ac-

counts  

online This is optional, the learning adventure can be done 

without that.  

 

 

https://www.next.blockalot.de/s/downloadserasum
https://www.next.blockalot.de/s/serasum-officer-handbook
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This is a list of elements that need to be replaced  

Table 7: Checklist for elements to be replaced at the latest before a certain mission   

 When? What? Where? How? 

Ä Before 0A QR codes to SERASUM safe deposit box no. 

1: Your new identity  

Mission file 0A, Tu-

torial for Safe De-

posit Box (Ą E2) 

cf. C29a, c 

Ä Before 0A QR Code to tutorial for Safe Deposit Box Mission file 0A  cf. C29a 

Ä Before 0B QR code to Agent directory (Padlet) Mission file 0B cf. C29a 

Ä Before 0C QR code to SERASUM safe deposit box no. 2: 

Photo of your avatar 

Mission file 0C cf. C29a 

Ä Before 0D QR code to Message board for new agents 

(Padlet) 

Mission file 0D cf. C29a 

Ä Before 0E QR code to Minetest building blocks board 

(Padlet) 

Mission file 0E cf. C29a 

Ä Before 0F QR code to SERASUM safe deposit box no. 3: 

Your message to your future & past self 

Mission file 0F cf. C29a 

Ä Before 1A QR code to SERASUM FInsta message board 

(Padlet) 

Agent Handbook 

pages 15 & 17 

Cf. C29a 

Ä Before 1C Create channels (one per six agents) for the 

break-in game. 

Mumble server Cf. D3c 

Ä Before X1 QR code to SERASUM safe deposit box no. 3: 

Your message to your future & past self 

Mission file Final 

Mission X1 

cf. C29a 

Ä Before X2 QR codes to exit survey and to exit interviews 

A & B (if you would like to do interviews ƿ if 

not, delete the two QR codes) 

Mission file Final 

Mission X2 

cf. C29a 

 

 

 

 

 

 

 

 

 

 



 

page | 39  

 

This is a list of things that need to be done during the project 

Table 8: Checklist for tasks to be done at certain moments during the project   

 When? What? Where? How? 

Ä Before 

every mis-

sion 

Make sure you have all documents you will 

need in your next session available. 

Learners can access most documents via 

the mission file. If you want to give learners 

access to forms they need to fill out, you 

may download them and put them in a 

shared folder on your school network. 

It is up to you if you give them mission files 

digitally to use on a tablet or if you print 

them. If you print them, print them in color 

and with background images.   

Officer handbook, 

cloud storage 

Check C27, E1, E2, and your 

cloud storage  

Ä After 0A Keep a list who uses which code name. Try 

not to ask because it will break immersion 

right away.  

This is just in case an avatar causes trouble.  

Offline (for privacy 

reasons) 

Walk by learners and take 

notes while they fill out the 

ID form 

Ä After 0A Create agent and officer accounts in 

BLOCKALOT and test them.  

Officer accounts need to be labeled teacher 

accounts. 

If you want to use the SERASUM AI to deal 

with troublemakers  (cf. D2l) and for trouble-

shooting (cf. C5) you need another teacher 

account for it.  

Link Create agent accounts 

based on the ID forms that 

the learners supply in Mis-

sion 0A.  Do not forget to 

create your own officer ac-

count and an AI account. 

Note: If you need more than 

40 accounts including offic-

ers, please contact the 

BLOCKALOT team.  

Ä After 0A Create agent accounts in CoSpaces Edu Link You need to create the ac-

counts so they have the 

right format (first-

name_lastname of agent) 

and because you need the 

initial passwords.  

Attention: there are require-

ments for the initial pass-

word; if the name of the 

agent is already taken, try to 

switch first name and last 

name or use ƿ instead of _ 

Ä Before 0C Create access cards (you need avatar 

names from 0A, your list of Minetest pass-

words you created with BLOCKALOT and 

your list of CoSpaces passwords) 

Canva Cf. D8 

Ä Before 1A Create physical and virtual agent ID badges 

(you need profile pictures from 0C and ava-

ubstǃ!qfstpobm!efubjmt!gspn!1B* 

Canva, agentcard 

mod 

Cf. D8 

Ä Before 1A Create apartment number panel. Assign 

agents to rooms (max. 5 per apartment, mix 

groups from different countries)  

PDF Add agent names. Make a 

screenshot.  

Ä Before X1 Get letters to future selves to give them 

back 

Safe deposit box #3 Give back digitally or 

printed 

Ä Before 

graduation 

Create certificates In your cloud storage Adobe Acrobat 

https://www.blockalot.de/
https://www.cospaces.io/
https://www.next.blockalot.de/s/serasum-rooms
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This is a list of things that need to be done in-world 

Table 9: Checklist for tasks to be done at certain moments during the project  

 When? What? Where? How? 

Ä Before 0C Set temporary spawn point in-world Cf. C19c 

 

Ä Before 0C Change QR code to safe deposit box no. 

2 

Set temporary spawn to 183, -35, -234  

Dressing room Upload QR code 

through BLOCKALOT 

media upload and place 

image in-game 

Ä Before 1A Change spawn point to Welcome Zone 

100, 7, -280 

in-world Cf. C19c 

Ä Before 1A Import apartment number panels  Welcome desk, foyer 

of apartment complex 

in the European Village 

Cf. C19c 

Upload panels (C12 Ta-

ble 8) via media upload 

and place image in-

world 

Ä Before 1A Revoke fly privileges in-world Cf. C19c 

Ä After 1D Change spawn point to European Village 

353, 18, -767 

in-world Cf. C19c 

Ä After 1D Grant learners fly privileges in-world Cf. C19c 

Ä After 2 Take away fly privileges in-world Cf. C19c 

Ä After 2 Open door to inspiration corner Next to the Rocket 

Café. Building has a 

sign on it. 

Open the door by right-

clicking it. Only you as a 

learning facilitator can 

open the door. 

Ä After 3-2 Grant learners fly privileges in-world Cf. C19c 

Ä After 3-3 Activate export stations  new village Cf. C19c 

Ä After 3-4 Deactivate export stations  new village Cf. C19c 

Ä After 3-4 Check Wesh queue new village Cf. C19c 

Ä After 3-4 Destroy parts of the European Village as 

if there had been a storm and a flood 

European village Destroy parts of build-

ings and place water 

blocks (available from 

the inventory) 

Ä After 3-4 Change spawn point to new village 

-305, 15, 309 

in-world Cf. C19c 

Ä After 4-2 Activate export stations  European village Cf. C19c 

Ä After 4-3 Deactivate export stations  European village Cf. C19c 

Ä After 4-3 Check Wesh queue European village Cf. C19c 

Ä Before 

graduation 

Open graduation platform SERASUM island be-

tween domes  

Open the door by right-

clicking it. Only you as a 

learning facilitator can 

open the door. Then, 

right-click the button un-

der the sign that says 

'Open graduation plat-

form'  
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13. Missions and Objectives  

There is a more detailed timeline with additional information for the implementation 

of each mission in the appendix (Ą E Appendix | 1. Detailed timeline)  

a) Mission 0: Becoming an agent (4,5-5,5h) 

ω Immersion in the agent story  

ω Introduction to CoSpaces Edu and other tools 

ω Basic ICT skills 

B!Zpv!ibwf!cffo!sfdsvjufe"!Xibuǃt!zpvs!dpef!obnf@!)71!njovuft* 

¶ Learners create a new identity for their avatar: new name, new background                

(Ą country / culture: a country where their foreign language is spoken) = immersion 

in a new culture 

Notes 

¶ If there is a chance that learners have trouble choosing countries and native lan-

guages that match the requirements , it is possible to adjust the assignment to 

make sure they pick from a certain number of countries and/or a certain native 

language is made mandatory.  

¶ The ID form template needs to either be printed out or downloaded. It is recom-

mended that the participants fill out  their ID form using a computer, print it in a PDF 

format (so the fields cannot be changed)  and then upload it to the safe deposit box. 

If they fill it out by hand, they will have to scan it to get a PDF to upload (for example 

using Microsoft Lens).  

B Sign up to the agent directory (30 minutes) 

¶ Learners introduce themselves in English (= monolog) 

¶ All agents will be able to get to know their peers  

Note 

¶ It is necessary to take a break between 0B and 0C because the access cards (user 

accounts for CoSpaces Edu and Minetest) need to be created. They need to be 

handed out before 0C.  
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C Create your avatar (30 minutes) 

¶ First login in the virtual world | in-world-location: dressing room (= temporary 

spawn) 

¶ Creating an avatar 

¶ Learning how to take a screenshot and uploading the picture to the safe deposit 

box 

D Who are you? (45 minutes) 

¶ Learners introduce themselves on a Merge Cube in their foreign language (= 

monolog)  

¶ Learners get to know CoSpaces Edu 

E Dictionary (45 minutes) 

¶ Collaborative multilingual dictionary for building blocks ( eBook + Merge Cube) 

¶ instill a sense of community, triggering a sensibility for foreign languages the learn-

fst!epoǃu!lopx-!fodpvsbhjoh!b!qmvsjmjohvjtujd!bqqspbdi 

¶ Getting to know CoSpaces #2 

F Message to your future self (30 minutes) 

¶ Learners reflect their current attitudes, skills and partly knowledge  

 

Notes 

¶ Mission 0F can also be done earlier if learners finish early with Missions 0A and 0B 

or Missions 0C and 0D. If they need longer, it can also be done at home. 

¶ The letter template needs to either be printed out or downloaded. It is recom-

mended that the participants fill it out using a computer, print it in a PDF format (so 

the fields cannot be changed) and then upload it to the safe deposit box. If they fill 

it out by hand, they will have to scan it to get a PDF to upload (for example using 

Microsoft Lens).  
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G Your name is your password (30-90 minutes) 

¶ Learners learn how to use Mumble/Mumla and make sure their client works. 

Steps 

¶ One of the learning facilitators creates the SERASUM_AI account and logs into the 

SERASUM communicator using Mumble or Mumla, then moves SERASUM_AI into 

the frequency that is used for onboarding.  

¶ Agents start out in the dressing room and walk towards the room labeled 'Voice 

authentication' . 

¶ Agents are presented with a series of panels on the wall that help them move 

through the process. The first panel asks them to install Mumble or Mumla. QR 

codes are provided to simplify the process.  

¶ Agents are requested to connect to the SERASUM communicator using their ac-

cess card. The provided QR code leads to a video showing how to use the 

SERASUM communicator. 

¶ Agents are asked one by one to change to the frequency with the SERASUM_AI. 

¶ One of the learning facilitators will contact the agent after a short while using the 

file "mission -0g_serasum_ai_1.wav" which has the following audio snippet: 

Hello Agent! Welcome to the SERASUM communicator. To begin the voice authenti-

cation process, please write your agent name into the text chat. 

¶ The agent writes the name of their assumed identity into the chat window of Mum-

ble or Mumla. This is to show that the agent has correctly set up their audio output 

settings.  

¶ After receiving the name of the agent in the chat window, one of the learning facil-

itators will play the file "mission -0g_serasum_ai_2.wav" which has the following au-

dio snippet: 

¶ Thank you for providing your agent name. We're now ready to set up your voice pass-

word. If you're ready, please say 'I want to set up my voice password.' 

¶ The agent will respond saying "I want to set up my voice password". 

¶ At this stage, a first assessment of the audio quality of that agent's audio setup can 

be made and possible tips and tricks for improving the audio quality can be drafted 

in the chat window. Then, the file "mission-0g_serasum_ai_3.wav" can be played 

which contains the following audio snippet:  
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Thank you. To confirm your identity, please tell me some facts about your assumed 

identity. Describe yourself in 3 sentences. 

¶ The agent will then describe their assumed identity in 3 sentences. The time it takes 

can be used to confirm the quality settings of that agent. If the audio quality is 

below the standards needed for the next missions, the audio file "mission -

0g_serasum_ai_3_failed.wav" can be played which contains the following audio 

snippet and the drafted audio tips and tricks can be sent through the text chat:  

Sorry, but your voice wasn't clear enough to set up a password. Please adjust your 

microphone to improve the quality. I will put some tips and tricks into the text chat 

for you. 

¶ To conclude the mission, the learning facilitator will then prompt the agent to save 

their voice password using the audio file "mission -0g_serasum_ai_4.wav" which 

contains the following audio snippet:  

Thank you for your description! Now, let's save your password. Please say: 'My voice 

is my password.' 

¶ The agent will state that their voice is their password upon which the learning facil-

itator plays the audio file "mission-0g_serasum_ai_5.wav" which has the following 

audio snippet: 

Thank you! Good luck on your mission, agent! 

¶ The agent can then exit the voice authentication room by stepping onto the pres-

sure plates, thereby opening the doors, and exiting the room. 

Notes 

¶ Mumble/Mumla  can be used on any mobile device that has an Internet connection; 

the use of headphones with an in-built microphone  is highly recommended.  

¶ It is mandatory that learners use the device they will use during the adventure. 

¶ We suggest that a learning facilitator  or several learning facilitators  from another 

group be present in-world to play the role of the SERASUM AI for each participant 

to make sure they know how to use the SERASUM communicator. Depending on 

their number, this mission takes more or less time.  

¶ Mission 0G can be done at the same time as Mission 0C to save time. It absolutely 

has to be done before Mission 1A. 
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b) Mission 1: Getting to know your new home and meeting your fellow agents (4-5,5h) 

¶ Introduction to the virtual world  

¶ Immersion in the story 

¶ Introduction to sustainable development  

Notes 

¶ Minetest and Mumble /Mumla clients  need to be installed and ready to use.  

A Welcome (60-90 minutes) 

¶ learning to move in the virtual world & use keyboard shortcuts (technical skills in-

tegrated in the story) 

¶ get agent ID badge and handbook > immersion in the story 

B Introducing yourself to fellow agents (30-60 minutes) 

¶ dialog with other agents in foreign language (group-specific)  

¶ using Mumble for the first time  

Notes 

¶ In order to make participants talk 

to each other, there is an activity 

that requires them to take an item 

from a box when entering the 

European Dome. Each item exists 

at least twice. Once everyone is 

there, each person says their name 

and the name of the item they got. 

They also describe it and its potential use in a sustainable future. When everyone 

in the group has finished, they find a fellow agent with the same  item and introduce 

themselves and ask questions about at least one thing they find interesting.  

¶ Frequencies in the SERASUM communicator should be created beforehand to be 

used by the agents. 

¶ If the group is bigger than 20 persons, they can split up into smaller groups. 



 

page | 46  

 

¶ Talking about an item also gives the opportunity to circle back to Mission 0E.  

¶ The more participants talk about themselves, the better they identify with their alter 

ego from the start.  

C Getting into SERASUM HQ (2h) 

¶ getting to know SERASUM HQ 

¶ team building exercise for multinational groups  

¶ learning about sustainability Ą notes 

¶ getting the tools required to build later on  

D Exploring SERASUM Island (30-60 minutes) 

¶ realization that the European Village is not sustainable 

¶ notes for first real report 

Note 

¶ Mission 1D can be done at home but it needs to be finished including the report 

before Mission 2 begins. 

Additional information: In its current state, the following aspects of sustainability can 

be criticized in the European Village 

¶ sidewalk 

o not wheelchair accessible 

o always-on street lamps 

o little or no street signs  

o sidewalk is too narrow 

¶ streets 

o lead to no apparent street network, yet super wide 

o made for cars only 

o no bicycle lane 

o no parking 

o sealed soil surface instead of green islands  

o high-density-housing (f.ex. balconies facing each other)  

¶ shared apartments 
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o different levels not wheelchair accesible / no lift  

o made from cement blocks Ą recycling opportunities  

o little shared space for group activities  

o unused roof space Ą energy production 

o no renewable energy production on-site despite large building foot-

print 

o no shared kitchen 

¶ apartments | outdoor facilites  

o conventional heating for pools  

o no bicycle parking / roofed space  

o no dedicated garden area 

o no dedicated space for pets 

¶ food 

o no industry for local food sources in the village  

o no local greenhouses 

o no sea plant / fishing industry despite village next to sea  

c) Mission 2: Making the world a better place (3-4h) 

¶ agents build upon an already existing structure and modify it                                                  

Ą learn how to improve the status quo/the present  

o Agents reflect on their observations Ą critical thinking, character  

o Agents start to do some research 

o Agents learn how to make plans and distribute the workload Ą collabora-

tion/cooperation, citizenship, communication in smaller groups and in big-

ger groups 

o Agents learn how to make the present more sustainable Ą creativity 

o Connection to their immediate lives > what can I do to live a more sustaina-

ble life? 
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d) Mission 3: Building the future (8 -12h in 4 parts) 

¶ agents build a new sustainable community based on a series of interconnected 

events referring to SDGs Ą learn how to think about the future , anticipate certain 

events; how to shape the future in a sustainable way instead of having the future 

happen to them 

o Agents assess environmental damages and reflect on their observations Ą 

critical thinking, character  

o Agents learn how to make plans and distribute the workload Ą collabora-

tion/cooperation, citizenship, communication in smaller groups and in big-

ger groups 

o Agents learn how to build a sustainable future related to SDGs 2, 11, 7, 13, 

15, 16 Ą creativity 

o Agents link what they have learned to the physical world and the future 

o Agents collect their solutions in one common space  

e) Mission 4: Recycling the past (4-8h in 3 parts) 

¶ Agents once again deal with unexpected events, this time in their former quarters 

in the European Youth Village, right after moving into their newly designed sustain-

able community.  

¶ They need to come up with a plan to repurpose their former living quarters to solve 

these new challenges and to make good use of the European Village for working 

towards sustainable development  

o Agents assess environmental damages caused by climate change and re-

flect on their observations Ą critical thinking, character  

o Agents practice their previously developed skills (how to make plans and 

distribute the workload) Ą collaboration/cooperation, citizenship, commu-

nication in smaller groups and in bigger groups 

o Agents practice their previously developed skills by recycling the past to 

build a sustainable future related to SDGs 3, 4, 11, 13, 14, 15, 17 Ą creativity 

Á potentially also: 2, 5, 6, 7, 9, 12  

o Agents link what they have learned to the physical world and the future 

o Agents collect their solutions in one common space 
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f) Final Missions (2-3h) 

There are two final missions to be completed by the agents for evaluation purposes. 

They are part of the offboarding process . The first one focuses on what the agents 

actually learned about sustainable development  and leads to a final report  that 

includes an ending to the story-!b!gbsfxfmm!nfttbhf-!boe!b!mfuufs!up!pofǃt!qbtu!tfmg. The 

second one is about an exit survey and a potential exit interview. They are designed to 

help with the evaluation of the project. 

Please note: In the pilot, there was a mission director, while learning facilitators 

(_officers) were invited to participate alongside the learners (agents). In a regular 

setting, one officer would take on the role of the mission director instead and moderate 

the sessions. A technical support crew is optional depending on the expertise of the 

learners with sandbox games and their age. They could also be older learners who act 

as mentors. There are NPCs (_tech) that help with common problems. 

14. Break-in Game 

The break-in game in 1C offers a way to get into SERASUM HQ without the elevator 

access being open. Various puzzles on sustainability have to be solved on the way. 

After having been immersed in the story and having learned how to navigate, this is the 

introduction to sustainable development.  

The entrance to the actual break-in game can be found in the pool area on SERASUM 

Island. Before the doors can be opened, four keys must be found in locations that are 

scattered across the island. These locations are in front of the European dome, behind 

the English dome, next to a tree between the English and the German domes and in 

front of the German dome. The keys can then be used to open the steel doors to the 

actual break-in game. 

In the case that not all groups find a key to the Break-in game during the introductory 

game, a spare set of keys can be found inside the unisex changing room on the pool 

area. The door and chest can only be accessed by learning facilitators . 

For a detailed walkthrough of the break-in game please watch the walkthrough video.  

https://youtu.be/QWX2WMm77Tw
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15. Graduation 

There will be a graduation ceremony at the end of the project between final Missions 

1 and 2. The purpose of the graduation ceremony is to give the narrative a proper end-

ing and to make sure learners will  leave the project with a positive outlook . The cere-

mony will be held in-world and there should be a little speech held by someone im-

portant , potentially important in the world beyond the simulation. An area for gradua-

tion is already prepared but closed off . It needs to be opened before graduation.  

There is a graduation gown and a 

cap available for agents to wear. Af-

ter the speech, they can be called to 

the stage and given the virtual ver-

sion of the NFT10, which they were 

given with the farewell letter in Mis-

sion X1 in a digital format or in print,  

along with a certificate 11. After the 

ceremony, the learning facilitators can take a photo in the designated area, one of the 

group looking at the camera, one while they throw their caps. 

16. SERASUM FInsta 

For documentation purposes, agents will document their missions on a fake Instagram 

account. They will be required to take six screenshots during the project and write a 

short text about the screenshots in their bwbubsǃt native language, so their foreign lan-

guage-!bt!xfmm!bt!pof!pg!uifjs!bwbubsǃt!gpsfjho!mbohvbhft. This is a great opportunity 

for mediation, and it will spark interest in the participants who do not understand either 

language to find out what the post is about.  

They will post everything to a Padlet, and the learning facilitator s will then post to an 

Instagram account. A screenshot of the Instagram post will then replace the post on 

the Padlet and will also be added to the data cube by the agents.  

 

10 The NFT can either be given to all graduates or only those with outstanding results (for example great reports). The NFT belongs 
to the agentcards mod (cf. D2j) and can be acquired by opening the locked chest in the building right next to the graduation 
platform or the construction site for the graduation platform.  The site for the graduation platform is located between the English 
and the German domes on SERASUM island.  
11 The certificate uses the pronoun ǆuifjsǇ!cfdbvtf!uif!bewfouvsf!epft!opu!xbou!mfbsofst!up!ibwf!up!jefoujgz!xjui!boz!hfoefs. 
Depending on the learners, it may be necessary to explain the use of this pronoun in situations where all gender identities are 
included.  

Figure 12 Graduation photo 
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It is possible to have agents interact with the posts of their peers either on the Padlet 

or on Instagram. If interaction on Instagram is taken into consideration, learners need 

to create an Instagram account for their avatar . This needs to be in compliance with 

school regulations.  

If the project needs to be visible on Twitter for PR reasons, the posts can also be 

posted on Twitter  with the hashtags #SERASUM #SDGs #ErasmusPlus.  

This will connect the physical world with the  digital and the virtual worlds, it will con-

nect the groups and nations with postings in different languages, and it will also be an 

opportunity to observe improvement in short written texts  when looking at the scene 

of the data cube that contains the screenshots.  

17. The SERASUM Communicator 

The SERASUM Communicator is used to speak with 

puifs!bhfout/!Jo!uif!qiztjdbm!xpsme!juǃt!uif!Nvncmf!or 

Mumla client. It can be used on any mobile device 

with headphones or on a PC. There are different fre-

quencies which the agents may use to organize them-

selves better. They will be explained in the agent 

handbook.  

 

18. SERASUM RCT (Reality Check Tool) 

The SERASUM RCT app is used to project in-world solutions to sustainability  issues 

onto the physical world as part of the evaluation process. In the physical world, Co-

Spaces Edu is used for the tasks in Missions 3 and 4.  

Uif!npejgjdbujpo!ǆnftiqpsuǇ!jt!vtfe!up!dsfbuf!fyqpsut!pg!4D-modeled structures. 

These can then be viewed through the import/export feature of BLOCKALOT, using the 

agent credentials to login and view as well as download the models. If using a different 

server, the exported 3D models have to be displayed through different means, i.e. 

through a nextcloud instance with a 3D viewer plugin. 

Figure 13 Mumble client on PC 
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19. Game World 

a) World map 

The game world was designed to be 

the home of all missions. It was built in 

the free software Minetest and anyone 

can obtain a copy of it for further use  

(cf. 17e).  

You can access an interactive version 

here.  

 

 

 

 

 

b) Description of areas 

Table 10: Description of areas  

Place Description  

Dressing Room  

Spawn: Mission  

0C & G  

183, -35, -234 

This is where the agents first enter the world and choose their appearance.  

They will also learn the most basic things about movement and taking screenshots of their 

avatar. 

This is where Mission 0C takes place. 

Voice Authenti -

cation Room 

This is where the agents learn how to use the SERASUM communicator.  

This is where Mission 0G takes place. 

SERASUM Island 

 

Main island with different domes for meeting and activities . 

Features a secret entrance to SERASUM HQ in the central dome. 

Features a secret entrance by the pool area and four locations with mini -break-in games to gain 

access to SERASUM HQ during the infiltration game . 

This is where a big part of Mission 1 takes place. 

Welcome Zone  

Spawn: Mission 1 

100, 7, 280 

Here, the agents will get their agent ID badges as well as the agent handbooks and their room 

numbers. 

The welcome zone also serves as a tutorial for learning to use the keyboard to navigate and 

build. 

This is where Mission 1A takes place. 

Figure 14 World Map (Source: Chris Binder) 

https://www.thinglink.com/card/1742943261149889189
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SERASUM HQ 

 

SERASUM HQ is the secret base that is under SERASUM Island. 

It features caves, tunnels, various amenities, and a railway network to other points of interest . 

Break-in game The break-in game offers a way to get into SERASUM HQ without the elevator access being open. 

Various puzzles on sustainability have to be solved on the way. 

Since the actual game cannot be solved by larger groups together, there are four introductory  

break-in puzzles that the agents have to complete before they can tackle the break-in game. They 

are located in front of the European dome, behind the English dome, next to a tree between the 

English and the German domes and in front of the German dome. The agents then go back to 

the actual game and solve it in a combined effort based on these experiences.  

This is where Mission 1C takes place. 

Halls for 

International 

Exchange 

@SERASUM Island 

Here, agents can meet up in different areas to communicate  for specific purposes  or just hang 

out. 

European Dome 

 

Features a presentation and mediation area, an English and a Franco-German corner as well as 

different group activities . 

This is where Mission 1B takes place 

English Dome Living room atmosphere with kitchen area  

The language to be spoken here is English and there is a communicator frequency 

French Dome Living room atmosphere with kitchen area  

The language to be spoken here is French and there is a communicator frequency 

German Dome  Living room atmosphere with kitchen area  

The language to be spoken here is German and there is a communicator frequency 

 

European Village 

Spawn: Missions 2 

and 3 

353, 18, -767 

The European Village offers shared accommodation for the agents. It is, however, not 

sustainable and needs to be improved. 

This is where Mission 2 happens, where agents live during Mission 3 and it is partly destroyed 

before Mission 4.  

Rocket Café The Rocket Café is a place to meet up and plan. It also features a direct link to the CABULIREX 

Flying Museum as well as an inspiration corner. 

Inspiration Corner The inspiration corner features various ideas that might help the agents in their endeavors to 

transform the different points of interest into more sustainable places .  

It will be opened before Mission 3 

SENTIMET National 

Park 

SENTIMET National Park was once a healthy eco-system that spawned different forms of flora 

and fauna. However, for some time now, there have been draughts, erosion and famine which 

left the area in a desolate state. It will be up to the agents to restore the park. 

This is where Mission 3 part 2 takes place. 

Data center 

1324, 21, 103 

The data center is where the keys to the data cubes are stored and it is part of  the SERASUM 

blockchain network. It is located within SENTIMET national park. 

In Mission 3 part 1, the connection to the data center is lost. The agents are to investigate what 

is going on. 

Space for the new 

village 

Spawn: Mission 4 

-305, 15, 309 

This is where the sustainable community will be built .  

This is where Mission 3 parts 3 and 4 take place. 
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Export stations  

1472, 16, 63 

These stations can be used to export structures as 3D models to display them in the physical 

world with the RCT app. There is also an option to display a miniature in the CABULIREX flying 

museum. The export stations need to be activated (cf. C19c) by an officer in the small station 

that is located between the export stations and the solar field. For information on the mods, 

please refer to D2i. 

CABULIREX Flying 

Museum 

-222, 181, -196 

 

CABULIREX is the name of the technology used by SERASUM to create holographic and haptic 

exhibits. As part of just a couple of museums world -wide, it is high-up in the sky to make sure it 

will continue to exist even if the water level rises . 

The space can be used to exhibit ideas and solutions about sustainable development and 

features showcases of the different technologies available to the agents.  

This is where, in Missions 3 and 4, the agents place the objects they exported from the training 

world to use with the RTC app for reporting purposes. They will place them there with a voice 

recording for the SERASUM Research and Development Department to inspect and test.   

Future Lab Located within CABULIREX, this is an exhibit of the mesecon, pipeworks and digilines technology 

first found at the MINESCO excavation site. It shows applications of the technology to support 

the sustainable development goals. 

This lab can also be used by groups of researchers who inspect and test exhibits placed there 

by agents in Missions 3 and 4. They can leave their written or oral reports there.  

MINESCO 

Excavation Site 

At this site, a lot of the technological blocks were first found. There is ongoing research at the 

site in what seems to be an ancient museum. 

SERASUM agents will be permitted to enter the area to get inspired for their own builds. 

Europe News HQ 

 

Europe News HQ is situated just north of SERASUM Island and features filming  locations and a 

greenscreen studio. The agents can make use of the studio for their own recordings.  If there is 

a group of journalists present in-world, this is where they can do their newscasts.  

c) How to make changes that need to be made in the game world during the project 

Change spawnpoint 

Using an officer account, move to the desired spawn location, enter the text chat using 

ǂuǃ!voe!uzqf!ǂ0tfutqbxoǃ/!Qsftt!sfuvso0foufs!up!tfu!uif!ofx!mpdbujpo/! 

The spawn point is  where players appear after joining the world for the first time . It is 

also the point where players return to when they die in the virtual world (Cf. C32). 

Add Points of Interest (PoI) 

Vtjoh!bo!pggjdfs!bddpvou-!pqfo!uif!jowfoupsz!cz!qsfttjoh!ǂJǃ!boe!dmjdl!po!uif!cmvf!cvuupo!

with the white P in the menu bar at the bottom . In the points of interest menu, you can 

bee!qpjout!uibu!xjmm!ifmq!uif!bhfout!up!npwf!bspvoe!cz!dmjdljoh!po!ǂNbobhf!QpJǃ/!Cfmpx!

you will find a list with locations that are significant within the narrative. Before creat-

ing a new point of interest, move to the desired location by opening the text chat (press 

ǂuǃ*!boe!foufsjoh!uif!sfmfwbou!dpnnboe. 
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Location Command to enter 

Dressing room /teleport 183, -35, -234 

SERASUM Island (starting point) /teleport 100, 7, -280 

European Village /teleport 353, 18, -767 

Data Center /teleport 1324, 21, 103 

New Village /teleport -305, 15, 309 

Export Stations /teleport 1472, 16, 63 

CABULIREX flying museum /teleport -222, 181, -196 

Revoke or grant fly privileges 

Vtjoh!bo!pggjdfs!bddpvou-!qsftt!ǂjǃ!up!pqfo!uif!jowfoupsz-!tdspmm!epxo!jo!uif!cvuupo!cbs!

boe!qsftt!po!uif!ufbdifsǃt!ibu/!Ofyu-!dmjdl!po!ǂnbobhf!qmbzfstǃ!boe!tff!xifuifs!boz!

players have the fly privilege. From this window, you could also set other privileges. 

For information on when these changes need to be made, please refer to C12. 

Assign room numbers 

Fill out the PDF and assign room numbers. Make a screenshot of each page (max. 3). 

Upload them to BLOCKALOT and put them on the display at the welcome desk in the 

Welcome Zone and in the European Village (cf. D2e).  

You can enter ghost mode by pressing H to go through walls whilst in fly mode to reach 

the welcome desk easily. In the European Village, there are five rooms per apartment, 

with three apartments per building. The buildings A, B, C, D, and E can all be found 

within the apartment complex . If you need more space, build or clone more buildings. 

Check Wesh queue and open & close export stations 

To prevent agents from  exporting a lot of unnecessary 3D objects that slow down the 

server, deactivate the export stations by going into the control room between the ex-

port stations and the solar station behind the data center . Check Wesh queues regu-

larly, particularly just after they were used, by right-clicking on a Wesh command block. 

To remove meshes from the queue, use the ǂnbobhf!nftiftǃ!pqujpo (cf. D2i).   
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d) Interactive Maps & Walkthrough 

Interactive map of the training world at the be-

ginning of the pilot project with videos before 

and after. 

 

Walkthrough of the training world template  

 

Walkthrough of the project world after the end   

 of the project.  

  

e) Template 

In order to obtain your copy of the training world, please register an account with 

BLOCKALOT (cf. D2) and create a new BLOCKALOTSpace. Then choose the template 

ǆTFSBTVN!usbjojoh!xpsmeǇ/!Jg!zpv!offe!ifmq-!qmfbtf!epoǃu!iftjubuf!up!dpoubdu!uif!

BLOCKALOT team (kontakt@blockalot.de).  

If you have your own Minetest server and know how to import Minetest worlds , install 

the necessary mods and manage the server, you may contact the BLOCKALOT team 

to obtain a copy of the map for further use. However, since BLOCKALOT makes imple-

menting this project a lot easier for you, we do recommend you use BLOCKALOT. The 

BLOCKALOT team will not be able to offer support for your own server.   

Here is an overview of the training world template: SERASUM Walkthrough: Training 

world template .  

20. Agents and naming conventions  

The new identities of all learners are impersonated by their digital twins, their Minetest 

bwbubst/!Uif!bwbubstǃ!obnft!xjmm!cf!vtfe!uispvhipvu!uif!qspkfdu!up!jefoujgz!uif!bhfout/!

The names of the avatars (Minetest usernames) have the format firstname_lastname.  

Learning facilitators create their new identities , as well, and become part of the game. 

The names of the avatars (Minetest usernames) have the format lastname_officer . 

The agent handbook informs the agents that avatars that have the _officer  tag can be 

asked for assistance. Agents will not know which language the officers  speak or who 

Figure 15 Interactive Map 
(Images: Chris Binder) 

https://www.thinglink.com/card/1742943261149889189
https://youtu.be/QWX2WMm77Tw
https://youtu.be/0gFIKnngJZE
mailto:kontakt@blockalot.de
https://youtu.be/QWX2WMm77Tw
https://youtu.be/QWX2WMm77Tw
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they are, so they might need to resort to English or get someone to mediate if the of-

ficer in question does not or  pretends to not speak English.  

All avatarsǃ!obnft need to be in the agent directory. Learning facilitators should know 

who is who. In order not to break immersion from the very start, they can pass by learn-

ers while they fill out their ID forms or listen to the recordings in English in the agent 

directory (Padlet for Mission 0B) and write down the names of their alter egos. This is 

just for safety reasons in case an avatar wreaks havoc. Please refer to C23 and D2l to 

find out how to handle this without simply punishing them.  

21. Agent handbook 

At the beginning of Mission 1, the agents learn how to move around in Minetest while 

finding their way to the welcome desk. At the welcome desk, they collect their virtual 

agent handbook and their virtual agent ID badge and they can check a display for their 

apartment number in the European Village. The display will also be in the European 

Village for them to check again. In the physical world, they need to be given a digital 

(PDF) or printed agent handbook at the same time. As with the mission files, it is more 

in accordance with the narrative to not print the agent handbook, but it can be printed. 

If it is, it should be printed in color, and you need to make sure that background images 

and colors are printed as well (Ą printer settings or PDF viewer settings). Along with 

the physical or digital agent handbook, they also get a digital (PNG) or printed agent ID 

badge.  

The agent handbook contains a lot of information that will be needed throughout the 

missions, including a welcome letter, technical information , a map of the world, report-

ing instructions and information on doing research and tackling linguistic challenges.  

The section that talks about in -world etiquette was deliberately translated into English, 

French, and German to make sure that no one can use a lack of comprehension of the 

etiquette rules as an excuse. This section may have to be modified to reflect languages 

participants will definitely understands. Agents should be encouraged to use this hand-

book for reference.  
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22. Samples 

There are samples for certain assignments as well as the reporting process. They were 

made to help learning facilitators see what the productions could look like. They can 

also be shown to the agents-in-training to get an impression of what is expected. How-

ever, they should not be simply copied.  

23. Offboarding  

The offboarding package consists of a farewell letter , an NFT, a certificate  and two 

final missions for evaluation purposes on both the story level and the metalevel.  

24. Language  

The world template is in English as the lingua franca for all players. This means that 

assignments and information need not be translated, and everyone can understand 

them.  

Following the logic of plurilingualism in a European context  in-world, the different 

groups using languages other than English to communicate should use these lan-

guages when building but should also always add English translations (in writing, audio 

files), so anyone coming into their area will understand.  This approach is particularly 

relevant in a European context, where not everyone may be proficient in languages like 

French or German. Official documents and websites are often translated into English 

to ensure better accessibility. Therefore, using English as a lingua franca when com-

munication in other languages is unsuccessful helps foster a more inclusive and en-

gaging gaming experience. 

Regarding the Minetest client, learners can change the language setting for the client 

and most game content will then be translated to that language (if there is a language 

file). Otherwise, the default language (English) will be used. There are different options 

regarding the language used in the Minetest client:  

Option A: The players are free to choose any client language they like. They need to be 

aware of the fact that some items may still be in English (if no translation is available).  
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Option B: All learners are asked to set their client to English. Since many games have 

only English menus, learners might already be familiar with this.  They need to under-

stand that they are trusted to follow this request but that they can also decline. Out of 

respect, they should not be forced to prove anything. Not forcing anyone but trusting 

the players will do the right thing also allows for the accommodation of individual 

needs. No one should be excluded from participating in the adventure because they 

have trouble using a foreign language in their client. As the adventure progresses, they 

may switch to the desired language when they feel safe enough. Additionally, since 

Game-based learning relies on autonomy, it would be wrong to take away autonomy 

here.  

Learners may be tempted to use translating tools like DeepL or Google Translate or 

even AI tools like ChatGPT to write texts in their foreign language. There should be a 

discussion about the benefit of these tools as well as about their challenges. Learners 

should understand that the easy way is not the most beneficial way when it comes to 

being proud of an accomplishment. Also, they need to be aware of the fact that even 

if they use such tools for their written ubtlt-!uifz!xpoǃu!ifmq!uifn!evsjoh!psbm!dpowfs.

sations and there would therefore be a noticeable difference between oral and written 

contributions . The project will, however, mainly focus on oral language production.  

25. Evaluation  

The project should not be subject to grading because that would be an extrinsic moti-

vation contradicting the self -determination theory.  

a) Evaluation by design 

Evaluation on various levels can be done with reference to the virtual world that is built 

and to the narrative as well as through surveys and interviews after the offboarding 

process of the narrative is complete. Jo!psefs!up!ibwf!b!ǆqpjou!{fspǇ-!learners are asked 

to write a letter  or record a message addressed to their future selves and including 

information on their current perspectives on several aspects of the project. In order 

not to break immersion  and to give them an opportunity to identify with their new iden-

tities , they are asked to writf!uif!mfuufs!jo!uifjs!bwbubsǃt!obujwf!mbohvbhf-!fwfo!uipvhi!

this may lead to difficulties expressing themselves fully . This is why they are encour-

aged to use tools that may help them.    
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Levels 1-3 mostly refer to the reports the agents are asked to give using their data 

cube. This includes not only knowledge on sustainable development and future skills 

but also language skills because the oral reports are produced by learners in their for-

eign language at a certain moment in the project. At the end of the learning adventure, 

progress can be tracked by checking the data cube of each learner and by comparing 

the letters to their future and past selves .  

Level 1: World building process  

On a content level, it is interesting to learn the reasons why the agents made certain 

design choices in the virtual world. This includes aspects like acquired knowledge, de-

veloped attitudes, and values, as well as skills (f. ex. problem-solving). The world they 

built will also give clues about the (collective) competencies developed during the 

learning process that happened inside the narrative. 

Data cube 

¶ Scene 1 / Missions 0-2: name, photo with oral presentation, sustainability, three 

oral notes on sustainability and  world building  

¶ Scene 2 / Mission 3: first reaction to changes, three oral notes on world building 

¶ Scene 3 / Mission 4: first reaction to changes, three oral notes on world building 

Level 2: Connection to physical world  

Regarding transfer and agency in the future, during Missions 3 and 4, agents have the 

additional task of exporting parts of the virtual world they built in order to find places 

in the physical world these ideas could be transferred to.   

Data cube 

¶ Scene 2 / Mission 3: two objects & oral description for use in the physical world  

¶ Scene 3 / Mission 4: two objects & oral description for use in the physical world   
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Level 3: Offboarding 

At the end of the last mission they will be part of, agents will verbalize what they have 

learned from inside the narrative and come up with plans for their stay abroad. They 

will also add a farewell message and write or record a message to their past selves as 

a response to the message to their future selves they wrote or recorded at the begin-

ning of the project.  

Data cube 

¶ Scene 4: five lessons learned / plans for the future, one farewell message 

Add-on: SERASUM FInsta  

Data cube 

¶ Scene 5: six FInsta posts  

Level 4: Learning process > meta level 

The reflection of the learning process happens outside the narrative on a meta level. 

This is mainly covered by Mission X2.  

b) Single point rubrics 

If desired, it is possible to consider using single point rubrics  with criteria that have 

been agreed on by learners and learning facilitators. Single point rubrics are a simpli-

fied and flexible assessment tool used in education to evaluate learner performance 

on a specific task or learning objective. Unlike traditional analytic rubrics, which con-

tain multiple levels of performance and detailed descriptions for each criterion, single 

point rubrics focus on a single performance level, usually representing proficiency or 

mastery. 

In a single point rubric, the center column lists the criteria for success or the desired 

outcomes, while the columns on either side are left blank. The left column is used to 

define the learning objectives the learner has chosen, the right column provides space 

for concrete notes on where a learner exceeded or fell short of the expectations . Even 
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though it is possible to use single point rubrics in a teacher-centered way, it is recom-

mended to use them in a learner-centered way to promote self -assessment, reflection, 

and the appreciation of peer feedback.  

How to proceed 

A Before the kickoff meeting  

1. Introduce the single point rubric: Provide learners with a clear and concise idea 

what a single point rubric  is and define the criteria for success or desired outcomes 

with them. The criteria can, among others, refer to language skills, future skills, con-

tent knowledge but must be independent from the narrative of the learning adven-

ture.  

B After offboarding  

1. Self-assessment and reflection: Encourage learners to evaluate their own work us-

ing the single point rubric. Ask them to reflect on their performance, identify areas 

where they have met the criteria, and note down any aspects that require improve-

ment or where they have exceeded expectations. 

2. Peer feedback: Facilitate a peer review process, where learners discuss their self -

assessment in a group. Encourage them to provide constructive feedback on each 

other's work, focusing on areas of strength and areas for growth.  

3. Revise and refine: Allow learners to write down conclusions they have arrived at 

based on the insights gained from self -assessment, reflection, and peer feedback. 

This process helps them internalize the criteria for success and develop a deeper 

understanding of their own learning progress.  

4. Discuss with the learning facilitator: After completing the self -assessment and peer 

review stages, learners should discuss their evaluations and reflections with the 

learning facilitator. This conversation offers an opportunity for the facilitator to pro-

vide additional guidance, address any misconceptions, and reinforce the learnersǃ 

understanding of the criteria.  It is also a good foundation to decide on future goals.  
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By incorporating self-assessment, reflection, and peer feedback using single point ru-

brics, learners can take greater ownership of their learning process and develop essen-

tial skills such as critical thinking, self -awareness, and effective communication. This 

learner-centered approach fosters a growth mindset and encourages continuous im-

provement. 

26. Methods in Minetest  

Many agents will be familiar with sandbox games like Minetest and therefore have ex-

pectations about the world and gameplay. It is important to stress teamwork, planning 

and collaboration as a means to achieve the goals of the different missions.  

If there are many agents speaking at the same time, the various frequencies of the 

SERASUM communicator can be used to split up the agents into smaller, more efficient 

groups. Another approach is to establish a speaking order, for example by building a 

tqfblfstǃ!tubhf!ps!qmbugpsn/!Ju!bmtp!nblft!tfotf!up!dpmmfdu!uif!bhfoutǃ!jefbt!jo!xsjuufo!

form, for example on a wall with signs. The content of the signs are visible to other 

agents, which helps in building are common understanding of an issue.  

When deciding on a course of action or having a discussion, some kind of governing 

process should be established and used. In a democratic process, agents could show 

their affiliation with a course of action by typing a number or letter into the text chat or 

on a sign. A more visual and flexible approach is to use colored blocks that denote a 

certain opinion. Agents could stand on the desired opinion and show their affiliation. 

Lffq!jo!njoe!uibu!uiftf!nfuipet!epoǃu!bmmpx!gps!tfdsfu!wpujoh/ 

If agents for some reason are not well-behaved, try not to kick them from the training 

world or freeze them even if the tools allow you to do so. These measures should be 

kept as a last-resort solution. Instead, it makes sense to revoke privileges like the cre-

ative privilege to keep the agent in question immersed in the story. Likewise, one could 

exile and teleport the agent to a far-off destination. After some time, the agent should 

be returned, and the privileges regranted. 

Enough time should be given to the agents to facilitate peer learning as well as effec-

tive communication. Oftentimes, agents are motivated to help others in need because 

they can show their competencies in navigating the virtual world, planning as well as 
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anticipating effects. However, learning facilitators may enable such processes and 

lead by example by communicating, asking questions and addressing agents. 

27. Documents  

You can download all documents  here. You can use the file structure (cf. E2) to imple-

ment your own project. Since you will need to make safe deposit boxes available to the 

agents, you should use a cloud drive.  

Each mission has subfolders for agents and officers. All documents that will be given 

to agents should be in the agent subfolder, all documents that you, the officer, will need, 

should be in the officer subfolder. The safe deposit boxes for Mission 0 are in the of-

ficer subfolder, as well, because you need to prepare the agent badges with the up-

loaded files.  

The agent folders contain all documents that were used during the pilot project . There 

are two mission files for each mission: one without a smartphone frame to be used on 

digital  devices in a digital format, one with a smartphone frame in case you want to 

print the mission files .  

Since you will have to replace certain QR codes (cf. C12; for instance, the ones for the 

safe deposit boxes), create certain documents (for instance agent  ID badges and ac-

cess cards with user accounts for CoSpaces Edu, the Minetest world , and the Mumble 

server), and in case you want to change some of the missions , you will find all docu-

ments in an editable format in the officer subfolder. Once you will have edited these 

documents , you can replace the original versions with your edited versions. The docu-

ments only work well with Microsoft Word ( desktop, not online). 

There is also an empty mission file template for new missions.  You can use it as a 

background image in Microsoft Word and the n use text boxes for your new content.  

Please refer to sections E1 and C12 to find out  which documents you will need when, 

what you will need to prepare, potentially replace, etc.. Find the lists of all agent docu-

ments and all officer and agent tutorials in sections C 30, C31, and D12 of this hand-

book. There is also a list of all files according to the downloadable file structure in E2.  

 

https://www.next.blockalot.de/s/downloadserasum
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28. Personalized Learning and Inclusion  

Personalized learning, which is different from individualized learning initiated by a 

teacher, is a learner-centered approach that adapts the learning experiences to meet 

the unique needs, interests, and abilities of each individual. It focuses on creating cus-

tomized learning experiences by using a variety of strategies, tools, and technologies. 

Personalized learning often involves setting individual learning goals, providing flexible 

pathways, adjusting the pace of learning, and offering targeted support and feedback. 

This approach aims to improve learner engagement, motivation, and, ultimately, learn-

ing outcomes. 

Inclusion in education refers to the practice of ensuring that all learners, regardless of 

their abilities, backgrounds, or needs, have equal access to educational opportunities, 

resources, and support within the same learning environment. Inclusive education is 

built on the principles of equity, diversity, and social justice. It emphasizes adapting 

the educational system to accommodate the diverse needs of learners, rather than 

expecting learners to fit into a predetermined mold. Inclusion seeks to create a sense 

of belonging and promote the active participation of all learners, fostering a supportive 

and inclusive learning community.  

When personalized learning and inclusion are combined, it results in a learner-centered 

approach that is both tailored to individual needs and strives to create an inclusive 

environment for all learners. This approach can help address the diverse learning 

needs of learners, reduce achievement gaps, and promote a more equitable and inclu-

sive education system. 

SERASUM: For a better tomorrow is designed to allow for both personalization and in-

clusion. This can, for example be achieved, by making sure the groups working to-

gether complement each other so that learners can assist each other using their 

tusfohuit!up!dpnqfotbuf!gps!puifstǃ!xfbloftses and help the improve by being a role 

model.  

If learning facilitators become aware of certain learners needing more help, they have 

different measures at their disposal. They can, for instance, use the SERASUM game 

master AI to help (cf. C5) or they can add more explanations in-world or even add tasks 
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in-world as additional explanations for what is communicated by the mission file. Also, 

it may be necessary to give more help with media literacy and the use of certain de-

vices. Learning facilitators should make sure beforehand that certain basic skills are 

already a given, particularly regarding the use of technical devices. This makes sure 

uif!bewfouvsf!epftoǃu!gpdvt!po!ufdiopmphz!upp!nvdi!evf!up!too many issues. If there 

seems to be a need for more explanations for Mission 0, this can be added, as well. 

29. Modification / Adaptation  

SERASUM: For a better tomorrow is designed to be modified to meet specific learning 

goals and to cater to different audiences  and foreign languages. The officer handbook 

reflects how the pilot project was conducted but also allows for modifications on all 

levels: content, pedagogical approaches, documents. However, except a few minor de-

tails (cf . C12) the learning adventure can be implemented as is.   

a) Documents 

All documents that were used in the pilot project are available in a format that can be 

modified with any personal computer  and a word processor. The files were optimized 

for use with Microsoft Word (desktop version) . There is also an empty mission file 

template for new missions. It can be used as a background in Microsoft Word. If you 

encounter difficulties adapting the files and you only need to replace QR codes or a 

few words  in a document, you can also use the JPG file of the document, insert it either 

into a new Word document or an image processing software , and paste new photos or 

textboxes on top of the image. Then print it as a PDF file or export it as a new JPG file.  

These are the fonts and color codes you will need: 

Table 11: Fonts and colors used for the documents  

Fonts Colors 

Roboto Mono Link Green #99D255 Brown #9E4C16 Grey  #D5B5BE 

Roboto Link       

Information on how to download the documents can be found in C2 7. 

 

 

https://www.1001freefonts.com/de/roboto-mono.font
https://www.1001freefonts.com/de/roboto.font
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b) SERASUM Logo 

The SERASUM logo is located in the matching  NextCloud folder. 

c) Tutorials 

If you want to adapt minor details in agent tutorials, you can use any video editing 

software, for example Clipchamp, which is available for free on any Windows device. 

You will find all videos in the Officer folder in the respective mission subfolder.   

Tutorial: How to adapt agent tutorials  

If you need to make major changes, you will have to record your own tutorials and 

integrate them as best you can into the design of the original tutorials.  

30. List of  tutorials  for agents with QR codes 

Mission 0A 
How to put documents in the SERASUM safe deposit 

box 

 

Mission 0B How to use the agent directory 

 

Mission 0C How to enter the secret SERASUM training world 

 

Mission 0D How to add your first report  

 

Mission 0E How to create a data cube for the dictionary 

 

Missions 0F, 3-

4, 4-3; Agent 

Handbook 

How to make voice recordings and place them in-

world 

 

https://www.next.blockalot.de/s/serasum-logo
https://youtu.be/Yn4MxxlOQf0
https://youtu.be/aE0VZNAwHHs
https://youtu.be/aE0VZNAwHHs
https://youtu.be/SpD3DV9rbVk
https://youtu.be/ZHbIZT7lxuI
https://youtu.be/_m1k-dSrLTo
https://youtu.be/SpD3DV9rbVk
https://youtu.be/b-xLNwNvkxg
https://youtu.be/b-xLNwNvkxg
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Missions 1A&B 
How to use the SERASUM communicator and frequen-

cies 

 

Agent Hand-

book 

How to install Minetest and start the training world - 

Windows  

 

Agent Hand-

book 

How to install Minetest and start the training world - 

macOS 

 

Agent Hand-

book 
How to protect  buildings in the training world  

 

Agent Hand-

book 
How to install the communicator on Android  

 

 

 

Agent Hand-

book 
How to install the communicator on iOS  

 

 

Agent Hand-

book 
How to install the communicator on your PC 

 

 

 

 

Agent Hand-

book 

How to upload images and use them in the training 

world 

 

Agent Hand-

book 
How to find photos that may be used in a project  

 

Agent Hand-

book 
How to report during your missions  

 

https://youtu.be/jzuPIoQ8BYo
https://youtu.be/jzuPIoQ8BYo
https://youtu.be/eMT-BgnZ1a8
https://youtu.be/eMT-BgnZ1a8
https://youtu.be/kS7_nAqpsUo
https://youtu.be/kS7_nAqpsUo
https://youtu.be/UOGSfjWiW6Y
https://youtu.be/9KRwJUG7tu0
https://youtu.be/NCAq-XdBPOs
https://youtu.be/-DrtjncxVkA
https://youtu.be/JgFJPtv2vmA
https://youtu.be/JgFJPtv2vmA
https://youtu.be/RL72kfj7tik
https://youtu.be/cRNm_4DjGcg
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Agent Hand-

book 
How to take screenshots in-world 

 

Agent Hand-

book 
How to make screencasts in-world 

 

Agent Hand-

book 
How to use the greenscreen studio 

 

Agent Hand-

book 
How to export 3D objects from the training world  

 

Agent Hand-

book 
How to prepare posts for SERASUM FInsta 

 

Agent Hand-

book; Missions 

3-3 

How to use Mesecons and Pipeworks 

 

Agent Hand-

book; Missions 

3-4 

How to use the SERASUM RCT app 

 

 

   

31. List of  mission file  attachments  with QR codes 

Mission 0A ID form 

 

Mission 0A SERASUM safe deposit box no. 1 

 

https://youtu.be/SFJrHl3u9CY
https://youtu.be/a_uGwsFYXlo
https://youtu.be/dSoYYJWdn-I
https://youtu.be/yraDEPY-2vY
https://youtu.be/WXf3DDl79dg
https://youtu.be/TQZxl5-wsL0
https://youtu.be/nUZ7n81KOF4
https://www.next.blockalot.de/s/id-form
https://www.next.blockalot.de/s/serasumidentity
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Mission 0B Agent directory 

 

Missions 0B&D SERASUM: How to introduce yourself 

 

Mission 0C SERASUM safe deposit box no. 2 

 

Mission 0D Message board for new agents 

 

Mission 0E Minetest building blocks board  

 

Mission 0F SERASUM safe deposit box no. 3 

 

Mission 0F Sample messages & templates 

 

Mission 1D Map to find the European Village 

 

Mission 2 How to do research (Agent Handbook p. 7) 

 

Mission 2 
Top 5 websites to start your research (Agent Hand-

book p. 7) 

 

Mission 3A Security camera footage (Part 1) 

 

https://lmz-bw.padlet.org/Innovation_LMZ/EX_agent_dir
https://www.next.blockalot.de/s/serasumintroduceyourself
https://www.next.blockalot.de/s/serasumphoto
https://lmz-bw.padlet.org/Innovation_LMZ/EX_intro
https://lmz-bw.padlet.org/Innovation_LMZ/EX_MT_Dict
https://www.next.blockalot.de/s/serasummessages
https://www.next.blockalot.de/s/serasumfutureself
https://www.next.blockalot.de/s/serasum-map-EU-village
https://www.next.blockalot.de/s/serasum-agent-handbook
https://www.next.blockalot.de/s/serasum-agent-handbook
https://www.next.blockalot.de/s/serasum-agent-handbook
https://youtu.be/ou_j6SMz7Ks


 

page | 71  

 

Mission 3A Map to data center 

 

Mission 3B Security camera footage (Part 2) 

 
   

32. Glossary 

Table 12: Glossary  

Term Definition  

ban To permanently remove somebody from a server or world 

block  The basic building blocks in the virtual world, usually 1 x 1 x 1 unit large. 

The world is created out of these. 

commandblock  A block that allows commands to be run when it receives power. Can be 

used to transport users, send messages, etc. 

crafting  The act of combining different items or blocks into something new. Useful 

in survival mode, as blocks need to be refined from raw materials. 

Creative mode In this mode, users may get any of the available blocks in unlimited quntities 

from their inventory  

EDUtest An in-game tool that helps learning facilitators to support and manage 

learners. Available from the hat icon within the inventory.  

inventory  All of the things that a user has got in their bag, as well as some useful 

functions and an overview of all available blocks in the virtual world. By de-

gbvmu-!uif!jowfoupsz!dbo!cf!pqfofe!xjui!uif!ǂjǃ!lfz/ 

Kick To forcibly remove somebody from the server or world  

lua The programming language for the minetest modifications as well as the 

language used in-game to program lua controllers  

Lua controller  Microcontrollers that can be programmed in -game to perform calculations, 

check for states, send messages or affect mesecons actors.  

mesecons Electronics blocks that can be used to build interactive structures. They of-

fer sensors, actors, logic gates and cabling. 

mod/modification  Code that extends the basic gameplay or possibilities of the game. In Mi-

ofuftu-!ju!jt!fyqfdufe!up!vtf!npet!up!cvjme!pofǃt!pxo!hbnf/!Gps!uif!

SERASUM training world, a careful selection of mods is being used. 

multitool  A useful tool that is an axe, shovel and pickaxe all-in-one and can therefore 

mine all blocks quickly  

node Njofuftuǃt!obnf!gps!cmpdl-!uif!cbtjd!tusvduvsf!pg!uif!wjsuvbm!xpsme/ 

https://www.next.blockalot.de/s/serasum-map-data-center
https://youtu.be/0UN664_7SDQ
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pipeworks  Pipes and tubes that enable blocks, items and fluids to be transported, 

sorted, stored and retrieved. Integrates nicely with the mesecons blocks.  

POI Point of interest. These can be found within the inventory when clicking the 

cmvf!jdpo!xjui!uif!xijuf!ǂqǃ!po!ju/!Pof!dbo!ufmfqpsu!up!QPJt!tjnqmz!cz!epvcmf-

clicking on them.  

protector block  Blocks that let players protect their buildings from being changed or de-

tuspzfe!cz!puifst/!Uiftf!dbo!cf!gpvoe!jo!uif!jowfoupsz!cz!tfbsdijoh!gps!ǂqsp.

ufduǃ/ 

server The computer program that serves the world to everybody who is logged 

in. The map data and other player data is also stored on the server so that 

the progress of any players is always up to date. 

skin  The virtual appearance of players within the training world. This can be 

changed when clicking on the coat hanger button in the inventory. 

spawn/spawn  point  The place where players appear after joining the world for the first time . It 

is also the point where players return to when they die in the virtual world. 

survival mode  In this mode, all blocks that a player wants to use need to be mined from 

the world and then refined into the right materials. Survival mode empha-

sizes crafting.  

travelnet  Blocks that add elevators and travel boxes that can be used to quickly get 

to other areas in the virtual world. Use them by right-clicking them and 

choose your destination.  

voxel The technical name for blocks, used in many game engines that feature 

blocky worlds.  

 

33. Privacy 

The purpose of the GDPR is to make the use of personal information transparent and 

to give the people concerned sovereignty over their personal information. Personal in-

formation is any information that allows anyone to track published information or con-

tent back to a specific person. It includes pictures, audio and video recordings.  

Since the first task of the project will be to create a new secret agent identity that will 

be represented by an avatar and that will be used throughout the project, the project 

outcomes will  not contain any relevant personal information of minors.  
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34. Media Competency 

It is of utmost importance  that a lack of media competency does not interfere with the 

objectives of the adventure by causing unnecessary frustration . This is why it is im-

portant to make sure that participants know how to use the digital devices that are 

used in the adventure and have enough experience with their basic use to not be 

slowed down by a lack thereof. Jg!uifz!epoǃu!zpv!nbz!offe!up!gbdups!uijt!jo!xifo!efdje.

ing on how much time you want to spend on the adventure. Frustration should be 

avoided at all costs . 

Missions 0G and 1A give introductions to the use of Mumble/Mumla (SERASUM Com-

municator) and Minetest (the training world) . There are also tutorials on the mission 

files and in the agent handbook ƿ which should really be considered a manual on eve-

rything you need to know. However, it is, of course, better to be proficient beforehand. 

Participants also need to know how to use tutorials, i.e. watch them individually at their 

own pace, stop when necessary to replicate what they just saw and then continue. 

They also need to understand that watching a video needs their full attention. 

If unsure about the level of media competency of your learners, you can do a small 

project before starting the adventure, so they learn how to do what is required of them. 

This includes making screenshots and screencasts, cropping pictures, recording audio, 

saving PDFs, etc. You could, for example, do a Merge Cube project with them on their 

preferred futures (without telling them about data cubes!) . For this, you can use a game 

like Silly Sustainability Stories12 to give them a story to tell. They can then create a 

Merge Cube with photos and audio recordings or videos. In preparation for it, they can 

be required to do other things to integrate all the required skills they will need.  

There are also some implicit little lessons on media competency when it comes to 

using technology safely, using a strong password, writing it down in a way no one else 

will be able to misuse it, and two factors for authorization  (2FA; cf. Mission 0G). This 

makes up for the fact that agents are asked to write down their new passwords back-

wards on their access cards. Using their voice profile as a second factor conveys the 

 

12 You can find the English version here, the German version ǆI˭su!ifsǇ here.  

https://www.nisenet.org/catalog/games-future
https://www.next.blockalot.de/s/Hoert-her
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importance of having a second factor that no one can get hold of (except by using an 

AI tool). They also hear about Blockchain technology in the context of the data cubes.  

D TECHNOLOGY | TOOLSET 

1. Minetest  

The open-source game engine Minetest13 offers an infinite number of possibilities to 

be creative in virtual worlds, to create worlds collaboratively, to learn in an open-ended 

and problem-based/solution -oriented way. This way, learners experience self-efficacy 

and learn actively. Especially when these adventures are embedded in a story, Minetest 

is a very good example of how game-based learning can be implemented, enabling the 

sustainable transformation of learning and engender ing a future-oriented mindset.  

Since Minetest can easily be modified using the LUA programming language, the gam-

ing experience can be individually adapted. 

The client software for your system can be downloaded here: www.minetest.net  (note: 

there is no iPad app).  

To use the client on Windows, you need to unzip the downloaded folder and then you 

can start the software by locating the .exe  gjmf!jo!uif!ǂcjoǃ!gpmefs/!You can do this from 

a hard drive or a USB flash drive. No need to install and no need for administrator 

privileges on your PC-!bt!mpoh!bt!zpvǃsf!bmmpxfe!up!run an .exe file (Tutorial). Please 

opuf!uibu!uifsf!njhiu!cf!b!xbsojoh!uibu!ǂXjoepxt!qspufdufe!zpvs!QDǃ/!Njofuftu!jt!tbgf!

boe!uftufe!jg!epxompbefe!gspn!uif!pggjdjbm!xfctjuf/!Dmjdl!po!ǂnpsf!jogpǃ!boe!uifo!po!

ǂSvo!bozxbzǃ/ 

To use the client on MacOS, please refer to the tutorial . You will be able to download 

an application file. Please note that since the app is not notarized, it has to be started 

nbovbmmz!tp!uibu!b!xbsojoh!xjmm!qpq!vq/!Bgufs!dmjdljoh!po!ǂDbodfmǃ-!sfpqfo!uif!app by 

control -dmjdljoh!po!jut!jdpo!boe!dipptjoh!ǂPqfoǃ/!Now, the possibility to open the app 

despite not being notarized will be available. From now on, Minetest can be started like 

other apps. 

 

13 Minetest was renamed Luanti in October 2024. As this concept was created earlier, it still uses the original name Minetest.  

http://www.minetest.net/
https://youtu.be/eMT-BgnZ1a8
https://youtu.be/kS7_nAqpsUo
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2. BLOCKALOT 

a) The project 

With the project BLOCKALOT - the creative Minetest  server for future-oriented learning 

(www.blockalot.de ) the Landesmedienzentrum Baden-Württemberg aims at helping 

teachers implement game-based learning in a hands-on approach. 

The server dashboard BLOCKALOT represents the interface between Minetest and fu-

ture-oriented learning adventures. It offers teachers the possibility to create and man-

age private, GDPR-compliant virtual worlds they can use with their learners without any 

technical challenges. In addition to the technical infrastructure, there is a wide range 

of support: 

¶ customizable learning adventures, some with templates (BLOCKALOTAdventures), 

including basic media literacy course with Minetest  

¶ Materials (BLOCKALOTStories), e.g. booklets with concrete suggestions for spe-

cific subjects  

¶ Wiki with questions and explanations (BLOCKALOTWiki) 

¶ Tutorials (BLOCKALOTTube) 

¶ Workshops (BLOCKALOTLab) and networking events (BLOCKALOTConnect) 

¶ Custom workshops upon request (in the context of official cooperations or single 

workshops without)  

¶ Individual support for projects and individual consultations (BLOCKALOTGuide) in 

German, English and French if required 

¶ Tech support (BLOCKALOTSupport)  

The goal of the project is to build a network which, as a community of practice, estab-

lishes game-based learning with Minetest as a serious alternative for traditional teach-

ing. 

b) Technical preparation 

The virtual training world must be accessible from the network that the learners use to 

join. Particularly on a school network, measures might have to be taken to whitelist the 

address ǆtqbdf/cmpdlbmpu/efǇ!boe!up!pqfo!b!qbsujdvmbs!VEQ!qpsu!ovncfs!cfuxffo!

30000 and 40000 (or that whole range). 

http://www.blockalot.de/
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c) How to impersonate the game master AI  

You can write mails to agents by impersonating the SERASUM AI. In order to do that, 

click on the mailbox icon. 

Next, click on ǆnewǇ at uif!upq!pg!uif!xjoepx!up!dpnqptf!b!ofx!nfttbhf/!Jo!uif!ǆUpǇ!

gjfme-!xsjuf!pvu!uif!bhfouǃt!obnf!fybdumz!bt!uifz!bqqfbs!jo-game. 

Xifo!zpvǃsf!epof!tfoejoh!uif!nfttbhf-!dmjdl!po!ǆTfoeǇ/!Uif!bhfou!ps!bhfout!xjmm!cf!

notified about the new message in the chat window at the top of the screens as well 

as via a small notification at the center of the screen.  

 

 

 

 

 

 

 

 

For information on how to manage agents using the EDUtest mod, please refer to D2d. 

Note: In order to impersonate the game master AI, you need to create a teacher ac-

count under that name for the BLOCKALOTSpace you use.   
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d) How to manage agents using the EDUtest mod  

Oqfo!uif!jowfoupsz!cz!qsfttjoh!ǆjǇ/!Ofyu-!gjoe!uif!ǆFEVuftuǇ!jdpo!jo!uif!nfov!cbs/!Ju!

might be necessary to scroll down with the mouse wheel or  to use the scroll bar next 

to the menu button to find the icon for EDUtest. 

Cljdl!po!ǆNbobhf!qmbzfstǇ!boe!po!joejwjevbm!bhfoutǃ!obnft!up!ejtqmbz!gvsuifs!pqujpot/!

Basic rights like creative or flying rights can be set in the table by clicking on the right 

associated with a particular agent.  

 

Additional privileges can be set by using the options below the table. First, open the 

list of available privileges (1), choose a particular privilege (2) and grant it to the agents 

you want to give it to (3). If you need to, you can also revoke specific rights in the same 

manner (4). 

Note: It is advisable to use the game master AI account to manage agents. 
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e) How to upload media files: photos and audio files 

The BLOCKALOT platform offers the unique possibility to upload photos and audio 

files that can then be used in the Minetest world. Learners can upload their own con-

tent using their credentials for the world they use. They should add license information 

(cf. C9) to any uploaded content. The license information for photos will be stamped 

on the photo before it can be used in Minetest. Learning facilitators can access all 

uploaded content via the BLOCKALOT dashboard.  

Tutorial: How to upload photos  

Tutorial: How to record and upload audio files 

 

In the BLOCKALOT Dashboard you can enable media uploads by clicking on the switch 

button. 

 

Now, the upload is active. Anybody with their Minetest credentials may upload media 

as long as the upload is enabled. You can copy the link that leads to the upload page, 

download a QR code or open the upload page directly. 

 

https://youtu.be/w6ZSvwReyfU
https://youtu.be/b-xLNwNvkxg
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Podf!zpvǃsf!mphhfe!joup!uif!nfejb!vqmpbe-!zpv!dbo!either click on the rectangle or drag-

and-drop files onto it. The rectangle also shows you which files are permitted.  

 

Enter the correct information. You will have to fill out the name, author and license 

before you can upload the file. For the license, there will be a selection of common 

licenses. Jg!zpvǃsf!epof-!dmjdl!po!ǂvqmpbeǃ/ 

 

Learning facilitators have access to the uploaded to preview them or to change details. 

It is also possible to delete files.  

 

Please note: While audio recordings will be available shortly after uploading, images only 

appear after restarting the world which can be done via the circular arrow at the top of 

uif!ǂnbobhf!tqbdfǃ!qbhf!jo!CMPDLBMPU/ This means that learning facilitators need to 

plan a little ahead and have learners upload images during certain times between ses-

sions, so they know when to restart the server.  
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f) How to protect areas 

Tutorial: How to protect buildings in the training world  

 

Protection blocks can be found in the inventory. Foufs!ǂqspufduǃ!joup!uif!tfbsdi!cbs!boe!

click on the magnifying glass. There will be a protection block and a protection logo.  

Place a protection block in the area you 

wish to protect. It is not possible to place 

your own protection block or logo in an 

area that already belongs to another per-

son.  

 

 

 

Use a tool and click on the protection block 

or logo to display the protected area. 

https://youtu.be/UOGSfjWiW6Y
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A protection block offers exactly the same 

functionality but looks less imposing.  

 

 

 

 

 

If you right-click on your protection block 

or logo, you may add more members to 

the protected area. These can then build 

and destroy blocks in the area. Make 

sure to write their names correctly, not-

ing small and large letters! 

 

 

g) Graduation ceremony 

During the graduation ceremony, the agents will get a digital present in the form of a 

special block as their graduation certificate.  The graduation ceremony will be held at 

a place that was under construction  before. By entering into the building site through 

the steel door, learning facilitators may trigger the building process so that the plat-

form for the graduation will be loaded. After that, the graduation certificates (NFTs) 

can be taken from a locked chest.  

Agents should be asked to change into their gradua-

tion gown and cap for the occasion. They will find the 

gown bt!bo!jufn!voefs!ǆfeju!tljoǇ and the caps in a 

chest in front of the platform. As they will be throwing 

these in the air later on, they should get a cap from the 

chest at the latest before the photo shoot. During the 

dfsfnpoz-!uif!ibut!dbo!cf!uispxo!cz!qsfttjoh!uif!ǃuispx!jufnǃ!lfz!xijdi!jt!ǃrǃ!cz!ef.

fault.  



 

page | 82  

 

The graduation ceremony can 

start as soon as a learning facil-

itator or somebody important 

who is invited to give a speech 

stands on the platform. There 

will be a pressure plate that 

stops the music , and the cere-

mony can commence. 

After the ceremony, the agents may enter the stage of the graduation platform to take 

a group photo. Agents can throw their caps in the air while taking photos. They can 

also take a group photo that they can print out.  

h) Mods that can be used in the project and for sustainability  

There are no specific modifications that focus merely on sustainability. Just like in the 

physical world, learners have to come up with solutions using tools and building blocks 

available to them. However, some modifications make a lot of sense in the sustaina-

bility context:  

¶ Mesecons  

ϡ Mesecons add electronics to Minetest. The 

blocks act as sensors, actors, logic gates 

and cabling. With mesecons, you may build 

automated doors or street lamps, traps or 

even advanced circuits for automation using 

pistons, water turbines and solar panels. 

ϡ Tutorials 

ϟ How to use Mesecons and Pipeworks 

ϟ Mesecons Laboratory  

ϟ Mesecons (basic and more advanced concepts in a video) 

ϟ LUA controller  

ϟ More advanced designs  

 

 

https://mesecons.net/
https://youtu.be/TQZxl5-wsL0
https://mesecons.net/uberi/index.html
https://share.tube/w/0f5b118a-e441-42e7-bf27-45762522ca95
https://mesecons.net/luacontroller/
https://h2mm.gitlab.io/web/tutorials/digilines.html
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¶ Pipeworks  

ϡ Pipeworks adds pipes and tubes to Minetest 

and interacts nicely with Mesecons. In addi-

tion to static tubes and pipes, there are a 

couple of interactive blocks that allow to 

take items from chests, sort items through 

tubes, and more. 

ϡ Pipeworks integrates nicely with mesecons blocks and adds ways to transport, 

sort and deploy blocks on a manual or programmatic basis.  

ϡ The most basic building blocks of pipeworks are the tubes and pipes as well as 

item injectors and pumps. With these alone, fluids and blocks from chests can 

be transported between different locations in the world.  

ϡ An example would be automatically sorting ores from a common drop -off point 

in order to place them into furnaces to smelt them and then to sort them into 

the right chests so they can be easily collected as building blocks for future 

projects. 

ϡ Tutorials 

ϟ How to use Mesecons and Pipeworks 

ϟ Overview of blocks and items 

ϟ automated inventory management w ith pipeworks  

ϟ automated wheat farm w ith pipeworks & mesecons  

¶ Digilines  

ϡ Digilines adds blocks which can exchange serial information. This is useful in 

building more complex mechanisms which can for example check if certain 

conditions are met  or saving and displaying data about the world. 

ϡ Digilines integrates nicely with mesecons and pipeworks to provide a serial bus 

to send and receive data and information. Together with the LUA controllers 

from Mesecons, blocks can be manipulated and information about them can be 

processed and used. 

ϡ An example would be a clock that shows the current time (or any other in-game 

metric that is accessible) by lighting up individual blocks.  

https://github.com/mt-mods/pipeworks/wiki/
https://youtu.be/TQZxl5-wsL0
https://github.com/mt-mods/pipeworks/wiki/
https://www.youtube.com/watch?v=oWc5_6I34JE
https://www.youtube.com/watch?v=5tQcSUZtW-M
https://forum.minetest.net/viewtopic.php?t=5263
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¶ Hoppers 

ϡ Adds hoppers that act as containers that suck in items placed on them. They 

will put them into chests and other receptable blocks next to them.  

ϡ Useful as a bin or drop-off point for sorting materials, for instance trash  or ores 

that need to be smelted.  

¶ Petz  

ϡ Petz are diverse animals that inhabit the training world but can also be tamed.  

Petz have their needs and special behaviours. They could be used to repopulate 

SENTIMET National Park. 

¶ Farming redo  

ϡ Farming redo adds different plants and food to Minetest. The plants have their 

needs and growing cycles. They could be used to produce food or to make cities 

greener as well as for decorative purposes. 

¶ Teleport Pads 

ϡ Teleport pads can be placed anywhere in the world and be programmed with 

coordindates. Agents and officers that step onto them will be transported to the 

set coordinates after a very short time. Teleport pads are used throughout the 

SERASUM training world to offer easy access to important locations.  

ϡ When entering coordinates into the teleport pad, enter the coordinates without 

any spaces separated by commas. 

 

https://github.com/minetest-mods/hopper/
https://content.minetest.net/packages/runs/petz/
https://content.minetest.net/packages/TenPlus1/farming/
https://content.luanti.org/packages/TenPlus1/teleport_potion/
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i) Mods for 3D export  

There are two submissions (3-4, 4-3) that require the agents to export their solutions 

to use in the SERASUM RCT app and to place them in the CABULIREX Flying Museum. 

Two different mods are used to do this.  

In SERASUM: For a better future, agents use these exports to place their solutions in 

the CABULIREX Flying Museum for researchers from the SERASUM Research and De-

velopment department to test them. Explanations are added as voice recordings. 

There is a tutorial in the agent handbook that shows agents how to use the mods.  

Meshport  

Meshport is a Minetest mod that converts buildings and structures into 3D models. 

These meshes can then be imported as objects into other tools , like CoSpaces Edu or 

other 3D modelling software .  

Meshport has been integrated into BLOCKALOT so that players can access their ex-

ported 3D objects from the BLOCKALOT media download. Each player can grab the 

object themselves. 

Gjstu-!uif!bsfb!gps!uif!fyqpsu!ibt!up!cf!tfmfdufe!cz!vtjoh!uif!dpnnboet!ǂ0nfti2ǃ!boe!

ǂ0nfti3ǃ!gspn!uif!ufyu!dibu/ The current point will be where you issued the command. 

Bgufs!tfmfdujoh!uif!cpy-!uzqf!ǂ0nftiqpsu!obnf`pg`npefmǃ!up!fyqpsu!uif!tfmfdufe!bsfb!

as a 3D model. The learners could also choose their own name and put it on signs. The 

models will be available after a short while in the BLOCKALOT media upload and down-

load page. The link to this page can be found in the BLOCKALOT dashboard. It can be 

shared with the agents. The exported models can be downloaded as GBL files and be 

used in interactive virtual environments like CoSpaces Edu. 

In SERASUM: For a better future, agents import the 3D objects into the SERASUM RTC 

app to project them into the physical world for reporting purposes so learners under-

stand how they can transfer their in-world solutions to the physical world.  

Wesh 

Wesh is a Minetest mod that allows to create complex blocks by first building them in 

a larger scale, for example in a 16 x 16 x 16 area. Afterwards, the area can be saved 

and converted to a 3D model. After a restart of the training world, these blocks are 

available and can be placed within the training world. Consequently, complicated de-

signs can be shrunk to allow them to be exhibited in smaller spaces. 
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The following privileges are needed to use Wesh. 

Table 13: Wesh privileges  

Privilege  Description  

wesh_captu

re 

Can use wesh canvases to capture new 

models 

wesh_delete Can delete captured models 

wesh_place Can place blocks created from wesh 

models 

 

After capturing a model from the wesh block, the 

capture block can be safely destroyed. Please note 

that instead of meshport, which will try to capture 

exotic blocks for export, wesh can only handle 

basic blocks. For machines, it is best to try out 

which blocks are supported. If unsure, stick to 

woolen blocks (found in the inventory under the 

tfbsdi!ufsn!ǂxppmǃ*/ 

Wesh cmpdlt!dbo!cf!gpvoe!voefs!uif!tfbsdi!ufsn!ǂxftiǃ!jo!uif!jowfoupsz/!Qmbdf!uif!

right wesh node in front of your build area. 

 

 

 

 

 

 

 

 

 

 

 

The red lines indicate the area that will be captured for the smaller model.  
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After right -clicking on the wesh block, the model can be captured. Agents should give 

their models an easy-to-sfnfncfs-!tqfdjgjd!obnf/!Uif!ǂjhopsf!wbsjbout-!vtf!SHCǃ!cvu.

ton can capture some more colors.  
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After a server restart, the new 

blocks can be found in the inven-

upsz!cz!tfbsdijoh!gps!ǂxftiǃ/ 

 

Please note that only the more 

basic blocks in Minetest are sup-

ported for the smaller models ƿ 

those in the default-Namespace, 

which means those that ship with 

the default Minetest game. If the 

npefmt!epoǃu!mppl!bt!fyqfdufe-!sf.

place some of the blocks that are 

invisible in the model with woolen 

blocks, for example. 

These images show basic (left) and RGB (right)  wesh models of a house with the cus-

tom blocks of the roof being invisible in the wesh model.  The RGB model contains 

more blocks from the garden.  

 

Wesh is available in the SERASUM training world by default.  
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j) Agentcard mod  

In order to make customized  items (agent badges, the NFT, the handbook and gradu-

ation caps) available, the agentcards mod is required.  

If you use your own Minetest server, you will find  the agentcard mod in the map tem-

plate. It is located in the worldmods folder.  If you dboǃu!gjoe!ju-!epxompbe!ju!gspn!uif!mjol!

above and put it there.  

The following items  can be customized by placing png files in the textures folder. Their 

names need to be as specified. 

¶ Individual ID badges: agentcards_firstname_lastname.png 

¶ The QR code to the handbook: agentcards_handbook.png 

¶ the NFT: agentcards_serasum_nft.png 

The graduation cap comes with the mod as agentcards_graduation_cap.png. 

If you use a BLOCKALOT server, please send the png files to the BLOCKALOT team 

along with a request to import them to your server.  

Example of how to add an item 

If you want to add, for instance, an ID badge, put it in the textures folder and make sure 

it has the correct name (see above). The mod will find the textures and add them as 

blocks that cannot be found in the inventory.  Proceed in the same manner for the other 

items.  

How to get agentcard-specific blocks  

To get  

¶ a specific agent ID badge, type /giveme agentcards:firstname_surname  

¶ the agent handbook, type /giveme agentcards:handbook  

¶ the SERASUM NFT, type /giveme agentcards:serasum_nft 

¶ the graduation cap14 type /giveme agentcards:graduation_cap  

into the text  chat and press Enter. 

 

14 The cap can also be found in the creative inventory. 

https://github.com/blockalot/agentcards
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k) Important server commands  

Uzqf!ǂuǃ!up!pqfo!uif!ufyu!dibu/!Ifsf-!zpv!nbz!foufs!tfswfs!dpnnboet!uibu!dbo!ifmq!zpv!

to find out information, change the virtual training world as well as use messaging or 

transport functionality otherwise not accessible.  

Table 14: Server commands  

Command Description  Example 

/time hh:mm   

/time millihours  

Sets a specific time of the day /time 11:35  

/time 9500 (09:30)  

/öffnungszeiten   

/oeffnungszeiten  

Change the opening times of the training 

world 

 

/teleport x y z  

/teleport user1 

user2 

Teleports to specific destination or user1 

to user2 

/teleport 10 30 ƿ10 

/teleport Tobi_Mahler  

/home  Teleports a user to their home point  

/me acti on Shows action of user in text chat  /me eats a banana. 

/help  Shows all available commands  

/help privs  Shows possible privileges  

/msg user message  Sends private message to user /msg Tobi_Mahler hey, lets build a 

secret tunnel! 

/give user item  

/giveme item  

Gives item to user or oneself /give xena cactus  

/kick Username Removes user from the world /kick hoodlum  

/rollback_check 

distance seconds 

Show who changed blocks in the area 

(distance) for the last seconds after hitting 

a block. It can go back 86400 secs (24 

hours) 

/rollback_check  

/rollback_check 3 120 

/rollback user 

seconds 

Undos all actions by user that happened 

with the last x seconds  

/rollback darwin 30  
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l) Dealing with troublemakers 

Troublemakers come in many shapes and forms. They can be found either by scruti-

nizing the area, checking the text chat log or by using the rollback_check command. 

Often, supposed troublemaking happens due to miscommunications. This is even 

more the case in intercultural settings. To resolve these issues the first reflex should 

be to check if something was destroyed or if the agents in question  are unhappy with 

tpnfcpez!fmtfǃt!behavior. 

The must be an agreement that etiquette rules, either given by the training world or by 

the agents themselves, must  be respected. Only then will the agents establish the nec-

essary respect for the rules within the simulation.  There are basic rules and infor-

mation on sanctions  in the agent handbook, but it is recommended to take some time 

at the beginning ƿ or at the latest when there is the first troublemaker ƿ to agree on 

additional  rules. Usually, if everyone agreed, the group will make sure that the rules are 

respected.  

If this epftoǃu!ifmq!ps!uif!uspvcmfnblfs!epftoǃu!dibohf!uifjs!behavior, more drastic 

measures can be taken through EDUtest. EDUtest can be found in the inventory of 

mfbsojoh!gbdjmjubupst!voefs!uif!ufbdifsǃ!ibu/!Uifsf-!zpv!xjmm!cf!bcmf!up!ufmfqpsu!up!mfbsofst-!

grant or revoke privileges and perform other supporting and managing tasks.  

If somebody is constantly interrupting the story or gameplay, there are different ways 

to handle them. You can freeze them, revoke their privileges, or kick them from the 

server. We do absolutely not recommend freezing because it breaks immersion due to 

uif!gbdu!uibu!gsff{joh!epftoǃu!fyjtu!jo!uif!qiztjdbm!xpsme/!Ipxfwfs- the person can have 

their interaction privileges revoked so that they can neither build nor destroy anything. 

Likewise, their ability to open doors and chests and interact with computers or objects 

would be lost. They can still move around in the world, though and see what the others 

are doing. This is the preferred way. After some time, the interaction privilege can be 

regranted. Jg!sfwpljoh!qsjwjmfhft!epftoǃu!ifmq-!nvmujqmf!pggfoders can be kicked (tem-

porarily, so they are not banned forever) from the server. This usually makes them feel 

like they miss out on something and they will think twice before causing trouble again.   

If you want to send a particular agent a message from the SERASUM game master AI, 

log in with the game master AI account  and click on the mailbox icon in your lower 

menu bar. For more detailed instructions go to D2c. 

Please refer to C5 for more information on the SERASUM game master AI. 
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3. Mumble 

a) The software 

Mumble is an open-source, low-latency, high quality voice chat software primarily in-

tended for use while gaming. You can think of it as similar to programs like Discord or 

TeamSpeak. If it is self -hosted, it is GDPR-compliant . 

Mumble uses a client-server architecture which allows users to talk to each other via 

the same server. Users typically use the Mumble client software to connect to a Mum-

ble server of their choice. 

Another notable feature is its robust security. All communication over Mumble is en-

crypted to maintain privacy and security for its users.  

Mumble is free to use, both in terms of the server and the client. The software is also 

cross-platform, meaning it's available for Windows, macOS, Linux, and other operating 

systems. 

In SERASUM: For a better tomorrow Mumble is used for in-world communication. It is 

necessary to set up your own server or to use a game server (like BLOCKALOT) that 

comes with a pre-installed Mumble server. It is recommended that learners use Mum-

ble on their mobile devices and with their personal headphones. 

b) Technical preparation 

For the voice channel through Mumble, the address mumble.blockalot.de  has to be 

whitelisted and the port of the Mumble server (in BLOCKALOT this is the port of the 

BLOCKALOTSpace port + 10000) or port range (40000 ƿ 50000; TCP & UDP) has to be 

opened. 

c) Setup 

Tutorial: How to create and set up a Mumble server in BLOCKALOT 

 

https://youtu.be/x-2xEhbSjEM


 

page | 93  

 

4. CoSpaces Edu 

CoSpaces Edu is a platform that allows learners and learning facilitators  to create and 

explore virtual, mixed and augmented reality experiences. It provides an intuitive inter-

face for designing 3D spaces and coding interactive elements, making it a valuable 

tool for learning. 

In CoSpaces Edu, users can build their own 3D models and worlds or choose from a 

large library of pre-existing objects. They can then use a simple, block-based coding 

language (or more advanced scripting in TypeScript and Python) to animate these ob-

jects and create interactive scenes. 

CoSpaces Edu is often used in educational settings to promote creativity, problem-

solving, and computational thinking. It also supports VR headsets and other devices, 

allowing users to fully immerse themselves in the 3D environments they create. Co-

Spaces Edu offers both free and paid plans, with additional features available in the 

paid versions. 

In SERASUM: For a better tomorrow CoSpaces Edu is used for  

¶ Activities : Dictionary (Mission 0E) 

¶ Evaluation: Reporting (Mixed Reality), SERASUM RCT app (Augmented Reality) 

Tutorial: CoSpaces Edu: How to remix the templates  

Links to remixable templates  

¶ Mission 0E: Building Block for Dictionary 

¶ Evaluation: Reporting 

If you want to try out CoSpaces Edu Pro for free, you can use this code to get access 

for yourself and 99 learners for 30 days: COSSTEPHANIEWO 

5. Book Creator 

Book Creator is an intuitive and easy-to-use online tool that allows learners, learning 

facilitators , and anyone else to create their own digital books. It's widely used in edu-

cational settings to help learners develop their creativity, writing skills, and understand-

ing of digital content creation.  

Book Creator lets users add text, images, audio, and video to the pages of their books. 

It also allows for the creation of interactive elements, such as buttons that play sound 

https://youtu.be/BBZxy9UczIM
https://edu.cospaces.io/HAA-ANW
https://edu.cospaces.io/VRE-RUZ
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or links to websites. This makes it a versatile tool for creating a wide range of content, 

from simple picture books to more complex interactive eBooks. 

Users can choose from a variety of book templates or  start from scratch and fully cus-

tomize the layout of their book. Once a book is finished, it can be published online, 

shared with others, or exported as a PDF or video. 

Book Creator offered a limited free version of their tool, with full functionality available 

through a paid subscription.  

In SERASUM: For a better tomorrow Book Creator is used to create a dictionary of im-

portant Minetest building blocks. Even though it is recommended that learners con-

tribute to the eBook themselves and learn how to collaborate, if there is not enough 

time, the content for the dictionary can be shared on the Padlet they use to record the 

audio files and the learning facilitator can create the eBook.  

Tutorial: BookCreator: How to remix the template  

Link to remixable template: Link 

6. Padlet 

Padlet is an online tool that provides a virtual "wall" where users can express their 

thoughts on a common topic. It can be used for collaboration, brainstorming, discus-

sion, and sharing content. 

Each Padlet wall is like a blank canvas where users can add text, images, links, videos, 

and more. Posts on the wall can be arranged in a variety of ways, such as a free-form 

layout, a grid, or a stream (like a timeline). 

Padlet is commonly used in educational settings, but it can also be used in businesses 

and other organizations for project management, idea sharing, and collaborative work. 

It's a versatile tool that can be adapted for many uses. 

Padlet offers both free and paid plans. The free plan has limited features and the paid 

plans provide additional features like more storage, custom branding, and larger file 

uploads. 

In SERASUM: For a better tomorrow Padlet is mainly used in Mission 0 to enable agents 

to share their new identities and to contribute to a dictionary of Minetest building 

blocks. It is also used to have agents create FInsta posts and it can be used to evaluate 

the project after the last mission.  

https://youtu.be/vB5s40O-Mfw
https://read.bookcreator.com/If66H7FqAObtNde54k3pUvnGqDA3/6xXFoDeIR5KpRamQlLv1Qg
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If you want a GDPR-compliant alternative, you can, for instance, use TaskCards.  

Tutorial: Padlet: How to remake the template  

Links to Padlets that can be remade 

¶ Mission 0B: Sign up to the agent directory  

¶ Mission 0D: Who are you? 

¶ Mission 0E: Dictionary 

¶ FInsta 

¶ Evaluation  

7. ThingLink  

ThingLink is a web-based tool that allows users to create interactive images, videos, 

and 360° media. Users can annotate these media with hyperlinks to other web con-

tent, such as websites, articles, and social media posts. This adds an additional layer 

of interactivity and information to the media, enabling the creation of immersive and 

engaging digital experiences.  

In SERASUM: For a better tomorrow ThingLink is used to create a map that shows the 

home country of all agents. For each agent, there is also a QR code that leads to the 

data cube they use for reporting.  

Tutorial: ThingLink: How to set up an interactive map 

8. Canva 

Canva is an online design and publishing tool that allows users to create a wide variety 

of visual content. This includes social media graphics, presentations, posters, docu-

ments, and other visual content. It has a user-friendly, drag-and-drop interface and pro-

vides access to a vast library of templates, images, fonts, and other design elements, 

making it easy for users of all skill levels to create professional -looking designs. 

Canva also allows for team collaboration, meaning multiple people can work on a de-

sign simultaneously. This feature, along with the platform's ability to publish directly 

to social media, makes Canva a popular choice for businesses, nonprofits, and educa-

tional institutions.  

https://youtu.be/EG2vThX6r_s
https://padlet.com/cocoleblanc79/template_serasum_mission_0b
https://padlet.com/cocoleblanc79/template_serasum_mission_0d
https://padlet.com/cocoleblanc79/template_serasum_mission_0e
https://padlet.com/cocoleblanc79/template_serasum_mission_0e
https://padlet.com/cocoleblanc79/template_serasum_finsta
https://padlet.com/cocoleblanc79/template_serasum_eval
https://youtu.be/m2NQdYmiltc
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Canva offers both free and paid plans. The free plan provides access to a substantial 

set of features, while the paid plans (Canva Pro and Canva for Enterprise) offer addi-

tional functionality such as access to premium content, brand kits, and advanced team 

collaborati on features. Educators usually get access to the paid plan features for free.  

In SERASUM: For a better tomorrow Canva templates are used to create access cards, 

agents and messages from the SERASUM AI, that can be handed to the agents as a 

link between the physical and the virtual worlds.  

To use images created with Canva as agent ID badges or customized items in the 

training world, export the Canva file as a 400x400px png file. For information on how 

to import them to the training world, please refer to D2j. 

Tutorial: Canva: How to adapt the templates 

Link to template  for agent ID badge 

Link to template for agent ID badge with ǆBgent of the MonthǇ designation 

Link to template for access card 

Link to template for AI  message  

Please find samples for the agent ID badge (both versions), the access card and a 

message from the SERASUM game master AI in E4.  

If you want to use an alternative, try VistaCreate.  

9. Instagram 

Instagram is a popular social media platform that allows users to share photos and 

videos, apply various filters to them, and post them on their profiles. It was launched 

in 2010 and later acquired by Facebook, now Meta Platforms,  in 2012. 

Users can follow other users to keep up with their posts, as well as like, comment on, 

and share posts. Instagram also includes features like Stories, which are photos or 

short videos that disappear after 24 hours , and Reels, for creating and sharing short, 

entertaining videos. 

https://www.next.blockalot.de/s/serasum-logo
https://www.canva.com/design/DAFkYUrBGwk/e2pS_TxD7Beoaq0Kzs3enA/edit?utm_content=DAFkYUrBGwk&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.canva.com/design/DAF_22HdU5k/rcmuHhazycrEs5VOul8BdA/edit?utm_content=DAF_22HdU5k&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.canva.com/design/DAFn2CnCFsA/MWY_cGNUzfFQQZgtHgG2TQ/edit?utm_content=DAFn2CnCFsA&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.canva.com/design/DAFsieAY6IU/gnkOFLfPfAuH1wyGG1sHkQ/edit?utm_content=DAFsieAY6IU&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
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Instagram also includes a direct messaging feature for private conversations, and it 

offers various business features, such as the ability to create a business profile, pro-

mote posts as advertisements, and sell products directly through the app.  

Instagram is free to use, with its revenue primarily coming from advertising. The plat-

form is available on both iOS and Android devices, as well as via a web interface, 

though some features may be limited on the web version. 

In SERASUM: For a better tomorrow Instagram is only used by the officers to share the 

FInsta posts created by the agents. It is possible to allow learners to create their own 

Instagram account for their avatars and interact with the F Insta bddpvouǃt!qptut/! 

It is necessary for the learning facilitator to create an Instagram account for the project. 

The account can be set to private or public, but it is necessary to check if the latter is 

in compliance with all school regulations.  Having a public account makes it possible 

for random people to follow and interact with the project outcomes.  Since the learners 

never appear as themselves in the project, privacy is not an issue here.  

The Instagram handle of the pilot project i s ǆserasum_Ǉ/ 

In the context of this project, suggested hashtags are: #SERASUM #SDG #Eras-

musPlus. 

10. Twitter  (now X) 

Twitter (now X) is a social media platform that allows users to send and receive short 

posts called "tweets," which are limited to 280 characters. It was created in 2006 and 

has since grown to become one of the most popular social media platforms worldwide.  

It was bought by Elon Musk in 2022.  

Users can follow other Twitter accounts to see their tweets in their own feed, and they 

can like, retweet (share), or reply to these tweets. Tweets can include text, photos, vid-

eos, and links. Users can also use hashtags (#) to mark keywords or topics in a tweet, 

which makes it easier for other users to find tweets on a particular topic.  
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Twitter is often used for sharing news, discussing current events, and interacting with 

public figures or organizations. It's also commonly used by businesses for customer 

service and marketing. 

Educators from all over the globe frequently turn to Twitter to cultivate professional 

connections and take part in dynamic discussions with fellow educators, scholars, and 

thought leaders in their fields. These platforms become virtual hubs for the exchan ge 

of ideas, resources, and best practices that are invaluable to professional development. 

It's also an efficient way for learning facilitators  to stay up-to-date on the latest trends, 

research, and news in education by following relevant hashtags and accounts. 

Twitter is also  often utilized as a tool to highlight and communicate about the happen-

ings within the classroom. Learning facilitators share projects, achievements, and suc-

cesses to not only celebrate hard work but also to provide a window into the vibrant 

learning opportunities and environments they have created for their learners. This shar-

ing of accomplishments often leads to increased visibility of projects beyond just the 

school community. By incorporating relevant hashtags and tagging related organiza-

tions or educational leaders, these posts can reach a larger audience and potentially 

capture the attention of local news outlets  or European institutions. 

When learning facilitators  collaborate and share project results worldwide through 

Twitter, a sense of global community and mutual learning is fostered. This global ex-

change of ideas and projects enriches the learning experience and provides students 

with broader perspectives. 

It's crucial to remember that any use of Twitter in an educational context must respect 

privacy guidelines and rules. Sharing of projects  should always be in compliance with 

school policies and privacy laws, and ideally, consent should be obtained from learners 

and parents, even if the projects are shared anonymously. 

Twitter is free to use, with its revenue primarily coming from advertising. The platform 

is available on both iOS and Android devices, as well as via a web interface. 

In SERASUM: For a better tomorrow Twitter  is only used by the officers to cross-post 

the FInsta posts created by the agents. As Twitter is basically a means of sharing the 
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project with the community, there is no need for learners to create their own Twitter 

accounts or interact with the Tweets .  

It is necessary for the learning facilitator to create Twitter  account for the project. The 

account can be set to private or public, but in order to reach a large number of people, 

it should be public. Since the learners never appear as themselves in the project, pri-

vacy is not an issue here.  

The Twitter handle of the pilot project is @SERASUM_ 

In the context of this project, suggested hashtags are: #SERASUM #SDG #Eras-

musPlus. 

If you want to use an alternative, try Bluesky. 

11. Screencasting and media editing software  

The agent handbook suggests that learners make screencasts and take photos for 

reporting (evaluation). Since the Merge Cube requires all media to be cropped to a 1:1 

(square) format  and because videos need to be MP4 files so that they may be used in 

CoSpaces, the learners need to be able to crop their photos and videos before upload-

ing them to CoSpaces Edu and to convert to MP4 if necessary.  

There are a number of ways to make screencasts  of the Minetest world. All need ex-

ternal tools that may need to be installed or need elevated privileges (for example ad-

ministrator access) to be used. If the Windows Game Bar (Windows key + G) is not 

active on the PC used for making the screencast, the following tools can be used:  

OBS (Open Broadcaster Software): OBS is a free and open-source software suite that 

allows users to record and stream video content. It is widely used by content creators, 

gamers, and professionals for live streaming on platforms like Twitch, YouTube, and 

Facebook Live. OBS provides advanced features such as customizable scenes, audio 

mixing, and support for multiple sources like webcams, microphones, and desktop 

capture. It is available for Windows, macOS, and Linux. You can set the software to 

record mp4 files  under File Ą Settings Ą Output Ą Recording Ą Recording Format.  

https://obsproject.com/
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Screenpal: Screenpal is a screen recording software. It enables users to capture their 

computer screen along with audio, webcam footage, and system sounds. It offers a 

simple and intuitive interface with basic editing capabilities, allowing users to trim, 

crop, add captions, and apply some visual effects to their recordings. Screenpal is 

available as both a free version with limited features and a paid version with additional 

functionalities . You only need the free version. It supports Windows, macOS, and 

Chromebook platforms. The program needs to be downloaded and can be launched 

right away. However, you may need to be given certain rights to launch and use it. 

Screenpal also comes with a basic editor that allows you to crop the video and export 

it to MP4.  

Opencast Studio : Opencast Studio is a web-based video capture tool that allows you 

to record windows on your PC or your whole screen. The video needs to be converted 

into MP4 afterwards.   

The easiest way to crop a video is transferring it to a mobile device (via a cloud storage 

or Bluetooth/Airdrop) . If this is not an option, it is also possible to use Windows Photo 

Editor, Clipchamp (sometimes installed by default on Windows PCs, an account may 

be required) or tools live Canva (an account is required) and ezgif or Online Video Crop 

Tool. The video can often be exported to MP4 with these tools, as well.  

The easiest way to crop a photo is transferring it to a mobile device (via a cloud storage 

or Bluetooth/Airdrop). If this is not an option, it is also possible to use Windows Photo 

Editor or Clideo (it is free if you are okay with a small watermark) .  

If learners need to convert  video files to MP4  they can also use online converter tools 

like Cloudconvert or Clideo. Before using any online tools please make sure the tool is 

in compliance with any school regulations, that  uifsf!bsf!op!bet!zpvs!mfbsofst!tipvmeoǃu!

see and that the service does not install any extensions. 

If your school is using a Nextcloud, it is possible to convert and compress videos in 

your cloud if ffmpeg is installed on the system Nextcloud is installed on. The necessary 

app ǂVideo converterǃ ibt!up!cf!jotubmmfe!uispvhi!ǂBqqtǃ!jo!uif!Tfuujoht!nfov/!Uif!vt.

bhf!dbo!cf!sftusjdufe!up!tqfdjgjd!hspvqt!uispvhi!uif!ǂhspvqtǃ!gfbuvsf gpvoe!jo!uif!ǂvtfstǃ!

settings.  

https://screenpal.com/
https://studio.opencast.org/
https://www.canva.com/
https://ezgif.com/crop-video
https://online-video-cutter.com/crop-video
https://online-video-cutter.com/crop-video
https://clideo.com/de
https://cloudconvert.com/mkv-to-mp4
https://clideo.com/de
https://apps.nextcloud.com/apps/video_converter
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Since CoSpaces Edu has a file limit of 50MB learners may need to compress videos . 

Clideo helps with this as well and will automatically convert files to MP4.   

Several options for screencasting and editing are described in the agent tutorials that 

can be found in the agent handbook in the reporting section. There is a tutorial for crop-

ping, compressing and converting, as well. 

Attention: It is very important that you make sure that the software you chose works 

on your school network or have learners try out which tool wi ll work with their personal 

computers in case they do the reporting tasks at home.  

12. List of tutorials for officers with QR codes  

CoSpaces Edu: How to remix the templates 

 

BookCreator: How to remix the template  

 

Padlet: How to remake the template  

 

ThingLink: How to set up an interactive map 

 

Canva: How to adapt the templates  

 

How to adapt agent tutorials   

 

How to create and set up a Mumble server in BLOCKALOT 

 

https://clideo.com/de
https://youtu.be/63EhxFXPUyU
https://youtu.be/BBZxy9UczIM
https://youtu.be/vB5s40O-Mfw
https://youtu.be/EG2vThX6r_s
https://youtu.be/m2NQdYmiltc
https://youtu.be/Ne_cAFZWeNc
https://youtu.be/Yn4MxxlOQf0
https://youtu.be/x-2xEhbSjEM
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13. List of miscellaneous videos for officers with QR codes  

Walkthrough: Infiltration (break -in) game 

 

Walkthrough: Training world template 

 

Walkthrough: Training world post-training 

 

Kickoff  

 

 

 

 

 

 

 

 

 

 

 

 

https://youtu.be/_TAIlPBE2ho
https://youtu.be/QWX2WMm77Tw
https://youtu.be/0gFIKnngJZE
https://youtu.be/2CMfFu5y2UQ
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E APPENDIX 

1. Detailed timeline  

Please note: Except the mission files, access cards and agent ID, learners can access all relevant documents via QR codes. Forms 
should be filled out on the computer. However, if it is easier for you to give learners access to such forms (like the ID form) through 
a shared folder on your school network, you may download them beforehand and give them access like this.   

Table 15: Detailed timeline Mission 0  

Mission 0: Becoming an agent  

Mis-

sion  

Description  Steps Docu-

ments 

Remarks 

Kick-

off  

offline  

21ǃ 

Learners 

watch the 

kickoff video  

1. Show video 

 

Video Before watching the video, learners should not be told what awaits 

uifn/!Zpv!dbo!jouspevdf!uif!wjefp!xjui!tpnfuijoh!mjlf!ǆJǃe!mjlf!up!ubml!

to discuss sustainable development with you. I found a little video that 

J!xpvme!mjlf!zpv!up!xbudi/!Uifo!xfǃmm!ejtdvtt!uif!upqjd!gvsuifs/Ǉ! 

Jg!zpv!xbou-!zpv!dbo!bmtp!tubsu!b!mjuumf!ejtdvttjpo!po!zpvs!mfbsofstǃ!ibc.

its when it comes to sustainable development and then watch the 

video.  

0A 

offline  

71ǃ 

Learners 

create a new 

identity for 

their avatar.  

 

1. Hand out mission file  

2. Learners create their 

identities.  

3. Learners upload their 

ID forms to safe de-

posit box #1  

 

Mission 

file 

ID form 

 

The agent names will be used throughout the project (Ą privacy, GDPR 

compliance) . It must match the cultural background of the avatar  and the 

information must be true )fy/!Hfsnbo!>!bwbubsǃt!obujwf!mbohvbhf!>!mfbsofsǃt!gpsfjho!
language > German name; research on Google Maps for real address and logical school, 

school type and grade need to match age) 

This is a really important step because it helps learners to identify with 

their agent character (Ą global simulation)  

Make sure the agent names are no longer than 19 characters includ-

ing the underscore (firstname_lastname).  

Ideally, the ID forms will be filled out on a PC, not printed (in accord-

ance with the story). Digital and not physical makes more sense be-

cause printed ID forms might be found by someone.  

Upload to safe deposit box gives the officers access to the files so 

they can create the necessary accounts for C (Minetest) and D (Co-

Spaces Edu), as well as agent ID badges for Mission 1. This needs to 

be scheduled in a way that allows the officers to create the accounts 

for Minetest in the BLOCKALOT dashboard before 0C and CoSpaces 

Edu before 0D. The CoSpaces Edu accounts should be created by the 

learning facilitators in order to be sure that they have the right format.  

Account information can be added to the access card. There is a 

Canva template for the access card. 

0B 

Padlet 

41ǃ 

Agents intro-

duce them-

selves to 

their fellow 

agents. 

Ą monolog 

in English 

1. Hand out mission file.  

2. Learners prepare their 

introduction.  

3. Learners add their 

oral introduction in 

English to the agent 

directory. 

4. Learners give each 

other feedback  

Mission 

file 

How to 

intro-

duce 

yourself 

in Eng-

lish  

There is a sample for an introduction in English, as well as a template 

that learners can use by filling in the blanks. Depending on the group 

of learners, they may introduce themselves without the template, 

however, they need to make sure all information from the ID form is 

included in the presentation.  

This step helps them identify with their alter ego.  

By listening to some of the introductions of the other participants, they 

start feeling like part of a community and they listen to recordings 

made by other learners.   

0C 

Mi-

netest 

dress-

ing 

room 

41ǃ 

Learners 

create their 

avatar. 

 

1. Hand out access 

cards. 

2. Hand out mission file.  

3. Learners log in and 

change their pass-

word. 

4. Learners create their 

avatar and take a 

screenshot. 

5. Learners upload their 

bwbubsǃt!qipup!up!tbgf!

deposit box #2 

 

Access 

cards 

Mission 

file 

Game client needs to be installed and tested by then. 

The avatar should correspond to the description from the ID form as 

much as possible. 

The photo is necessary for you to create the agent ID badges for 1A. 

Uif!mfbsofst!xpoǃu!cf!bcmf!up!mfbwf!uif!dibohjoh!sppn!boe!fyqmpsf!uif!

world because this is part of Mission 1.  

After 0C, the temporary spawn point needs to be changed in order to 

shorten the distance from where the agents reenter the world (for ex-

ample in case they die) to their current missionǃt location.  (cf. C19c) 

https://youtu.be/2CMfFu5y2UQ
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0D 

Co-

Space

s, 

Padlet 

56ǃ 

Agents intro-

duce them-

selves in 

their foreign 

language.  

Ą monolog 

in foreign 

language 

1. Hand out mission file.  

2. Learners watch the 

tutorial for their first 

report.  

3. Learners add intro-

duction in their for-

eign language and 

their avatar photo to 

the Merge Cube 

4. Learners build a phys-

ical Merge Cube and 

check if their first re-

port works.  

5. Learners share QR 

code to their Merge 

Cube on the message 

board for new agents 

 

Access 

cards 

Mission 

file 

How to 

intro-

duce 

yourself 

Merge 

Cube 

template 

 

 

CoSpaces Edu username and password can be found on the access 

card. There is no tutorial for changing the password because it is 

intuitive. It is recommended to change the password.  

The Merge Cube is a physical object with virtual qualities and ties both 

into the story and the evaluation of the agents > it makes it easy to 

track how their language skills evolve.  

¶ Ju!bmtp!mjolt!uif!bhfoutǃ!jefoujuz!up!uifjs!sfdpsejoht!gps!fwbmvbujpo!

purposes.  

¶ In terms of presentation, the Merge Cubes can easily be shared.  

¶ The content of the Merge Cube is pre-structured and there are 

tutorials to assist the learners.  

¶ The Merge Cubes will be added to a map with ThingLink. The 

map can be embedded on a website. Ą link  

The documents that come with the mission files are supposed to help 

uif!mfbsofst!jouspevdf!uifntfmwft!qspqfsmz/!Uijt!epftoǃu!csfbl!uif!

narrative since they are posing as native speakers even though they 

are not. A little help from SERASUM is acceptable. If uif!mfbsofsǃt!gps.

eign language is English, they will repeat their introduction in English 

at this point.  

0E 

Co-

Space

s, 

Padlet 

56ǃ 

Learners col-

laboratively 

create a mul-

tilingual dic-

tionary for 

building 

blocks   

1. Hand out mission file.  

2. Learners create their 

contribution for the 

dictionary.  

3. Learners build a 

Merge Cube for the 

dictionary and share it 

on the building blocks 

board.  

Access 

cards 

Mission 

file 

 

Working with native speakers would break immersion. 

The content can be integrated into the ebook by the learning facilitator 

or collaboratively by the learners. There is no tutorial provided for the 

latter.  

The dictionaries can be shared and embedded on a website.  

Please note that the languages chosen can be replaced by any 

language you like. We chose these particular languages because 

students from Norway, Finland, Italy, France, and Germany were 

supposed to participate in the learning adventure originally. So we 

wanted to honor the partners.  

Also, this instills a sense of community, triggering a sensibility for 

gpsfjho! mbohvbhft! uif! mfbsofst! epoǃu! lopx-! fodpvsbhjoh! b!

plurilinguistic approach.  

0F 

offline, 

Padlet 

41ǃ 

Agents write 

a message 

to their fu-

ture selves in 

their foreign 

language 

and reflect 

their current 

attitudes, 

skills, and 

knowledge. 

1. Hand out mission file  

2. Learners write a mes-

sage to their future 

selves.  

3. Learners upload their 

message to safe de-

posit box #3, either as 

an audio recording or 

as a written letter.   

Mission 

file 

Letter 

template 

Sample 

mes-

sage 

It is extremely important that learners do not include an y real per-

sonal information but refer to their alter ego.  

They should take into account the questions from the mission file.  

When using the template (which is a good choice for most learners), 

they may use translation or AI tools to help them (not to do their job 

for them!) but they should be transparent about it (cf. bottom of the 

template).  

They are free to choose between an audio recording and a letter.  

Their messages will be given back to them at the end of the learning 

adventure and they will send a message back to their past self.  

The purpose of this message is to find out their attitudes, skills, 

knowledge at the beginning of the learning adventure, etc. in order to 

compare it to their message to their past self at the end of the learn-

ing adventure.  

0G 

Mi-

netest 

voice 

au-

thenti-

cation 

room 

30-91ǃ 

Learners 

learn how to 

use Mum-

ble/Mumla . 

 

1. Hand out mission file.  

2. Learners log into the 

training world and the 

Mumble server. 

3. Learners follow the in -

world-instructions in 

the voice authentica-

tion room next to the 

dressing room and 

learn how to use the 

SERASUM communi-

cator. 

Access 

cards 

Mission 

file 

Mumble/Mumla  client needs to be installed and the connection 

should be tested by then. 

We suggest that the training officer(s) that the agents go to to set up 

their voice profile come from a partner institution/group . 

The tasks to be completed will make sure the agent knows how to use 

and troubleshoot the Mumble/Mumla client. The  mission prevents 

frustration during the adventure due to unnecessary technical issues. 

By going through the voice authentication process, agents are pro-

vided with ample opportunity to make sure the microphone works well 

and is well positioned.  

This can be done at the same time as 0C to save some time. 

 

 

https://www.thinglink.com/card/1771526197017051622
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Table 16: Detailed timeline Mission 1  

Mission 1: Getting to know your new home and meeting your fellow agents  

Mission  Description  Steps Docu-

ments 

Remarks 

1A 

Minetest 

Welcome 

Zone 

60-:1ǃ 

Agents re-

ceive their 

agent ID 

badge and 

agent hand-

book. They 

are also as-

signed room 

numbers for 

the Euro-

pean Village. 

 

 

 

1. Hand out mission file  

2. Learners find the welcome 

desk and practice how to 

move.  

3. They receive their virtual 

handbook, their virtual 

agent ID badge, and find out 

where they will live.  

4. They also receive a digital or 

physical copy of the hand-

book for further reference.  

Mission 

file 

Agent ID 

Agent 

handbook 

 

On their way to the welcome desk, the agents will learn 

how to use the keyboard to move around (Ą they must 

not have fly privileges at this time, cf. C19c); once they 

have received the agent handbook and their ID in-world, 

they should receive their digital (or printed) agent hand-

book as well. 

¶ virtual ID badge will be minted for each agent 

¶ if you want, you can also give them a physical agent 

handbook (the documents are printable) but it would 

be more logical to keep it on a computer since the 

narrative says they cannot tell anyone about their 

training. 

¶ they need to read the agent handbook in order to 

learn about reporting. Reporting duties start in 1C 

On their way back, they will practice what they have 

learned about moving in the virtual world. 

Bmm!hspvqt!dbo!ep!uijt!uphfuifs-!cvu!epoǃu!ibwf!up/ 

There are NPCs that can be interacted with.  

1B 

Minetest 

European 

Dome  

41ǃ-71ǃ 

Agents intro-

duce them-

selves to 

their fellow 

agents Ą di-

alog in their 

foreign lan-

guage  

 

1. Hand out mission file  

2. Learners watch tutorial in 

how to use the communica-

tor.  

3. Learners introduce them-

selves to others in their for-

eign language and as their 

alter egos. 

Mission 

file 

Mumble/Mumla must be installed and tested by then. 

Gspn!opx!po-!mfbsofst!offe!uif!ǆdpnnvojdbupsǇ!up!

speak to each other and to the person in charge. They 

may need help finding the right frequency at the begin-

ning.  

This mission should be done with another group of 

learners so using the foreign language is authentic. 

They may need to be reminded not to reveal any real 

personal information and to interact as their alter egos.  

Officers can and should listen in and mingle. They may 

also introduce themselves since they have an alter ego 

as well.  

From here, learners need to be reminded to do their reporting according to the checklist and the mission files. It is important that reporting be done immediately 
after a mission. This can be done at home or in a regular lesson. The agent handbook should always be available to check how to do certain things. Learners 
should not forget that their identity must be secret, so they need to do reporting individually, not in a group.  
1C 

Minetest 

SERASUM 

HQ 

231ǃ 

Team build-

ing exercise 

for multina-

tional 

groups. 

Introduction 

to sustaina-

bility  

Agents re-

ceive tools 

they will 

need to build 

later on 

 

1. Hand out mission file.  

2. Learners infiltrate 

SERASUM HQ.  

3. Learners collect the tools 

they will need later.  

4. Learners start reporting ac-

cording to the checklist. 

They are also reminded to 

pay attention to copyright.  

Mission 

file 

This sub-mission is designed as a break-in game in-

stead of an escape game because from a psychological 

point of view it is better to break into something out of 

curiosity than breaking out of an (uncomfortable) situa-

tion.  

The break-in game will be in English, communication in 

one or several foreign language(s) depending on the 

group. 

Since the game cannot be simultaneously played by a 

larger group, groups of six first do a test run to find the 

keys necessary to open the actual break-in game to-

gether. The groups are linguistically mixed by design 

because the groups are randomly formed.   

If the agents do not find the secret door that leads to 

SERASUM HQ, an pggjdfs!nbz!offe!up!ǆgjoeǇ!ju!boe!mfbe!

the group to it so they can start the break-in game. 

The break-in game will prepare agents for 0D. 

There is a walkthrough of the break-in game.  

1D 

Minetest 

European 

Village 

30-71ǃ 

Agents ex-

plore the Eu-

ropean Vil-

lage and re-

alize that it is 

not sustaina-

ble. 

 

1. Hand out mission file  

2. Learners find their assigned 

room, meet their room-

mates. 

3. Learners explore the Euro-

pean Village and document 

their findings.  

4. Learners report on their 

findings.  

Mission 

file 

Map to Eu-

ropean Vil-

lage 

Officers can join the agents and if they realize that the 

bhfout!epoǃu!ubml!up!fbdi!puifs!xijmf!exploring, they can 

randomly talk to them about issues they may be over-

looking ƿ however, they need to make sure not to guide 

them too much as agents should learn to be observant 

themselves regarding sustainable development chal-

lenges in their surroundings. 

This should be done together so learners interact with 

their peers from another country. 
 

https://youtu.be/_TAIlPBE2ho
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Table 17: Detailed timeline Mission 2  

Mission 2: Making the world a better place  

Mission  Description  Steps Docu-

ments 

Remarks 

2 

Minetest 

European 

Village 

3-4h 

Agents build 

upon an al-

ready existing 

structure and 

modify it. 

They learn 

how to im-

prove the sta-

tus quo/the 

present. 

 

1. Hand out mission 

file 

2. Learners meet with 

their peers from 

other countries and 

discuss in English 

how to make the Eu-

ropean Village more 

sustainable. They 

do research if nec-

essary and distrib-

ute tasks.  

3. They document their 

work individually. 

Mission 

file 

Agents can be allowed to work on the mission during 

their free time by coordinating their efforts with oth-

ers and finding times to meet up to work on the mis-

sion Ą ubiquitous learning opportunities.  

Pggjdfst!tipvmeoǃu!hvjef!cvu!pctfswf/ 

If agents need help, they should ask officers for help. 

If officers see that agents do need a gentle push in 

the right direction (not solutions but ideas how to 

proceed or where to look), officers can participate in 

discussions as their partners, not their teachers or 

superiors. 

Agents need their agent handbook for tips on how to 

do research.  

 

Table 18: Detailed timeline Mission 3  

Mission 3: Building the future  

Mission  Description  Steps Documents Remarks 

3 

Minetest 

SENTI-

MET Na-

tional 

Park, Data 

Center, 

New Vil-

lage 

8-12h 

Agents build a new sustainable community based on a series of inter-

connected events referring to sustainable development goals. The 

learn how to think about the future and anticipate certain events, and, 

therefore, how to shape the future in a sustainable way instead of hav-

ing it happen to them. 

This mission consists of four consecu-

tive parts. The respective mission files 

must not be handed out at the same 

ujnf!cvu!xifo!uifzǃsf!offefe!up!dpo.

tinue.  

Learners can be allowed to work on the 

mission during their free time starting 

with Part 3 by coordinating their efforts 

with others (from different countries) 

and finding times to meet up to work on 

the mission Ą ubiquitous learning op-

portunities.  

Mfbsojoh!gbdjmjubupst!tipvmeoǃu!hvjef!cvu!

observe. 

Groups can be formed randomly using 

an in-world mechanism (Ą C23) 

If agents need inspiration, they can use 

uif!ǆJotqjsbujpo!DpsofsǇ!kvtu!pvutjef!uif!

Rocket Café. This is mentioned in part 

3.   

If agents need help, they should ask of-

ficers for help.  

If officers see that agents do need a 

gentle push in the right direction (not 

solutions but ideas how to proceed or 

where to look), officers can participate 

in discussions as their partners, not 

their teachers or superiors.  

Participants who cannot do Mission 4 

get to graduate and do their final mis-

sions after this mission.  

3-1 Agents find 

the data cen-

ter and find 

someone to 

talk to.  

1. Hand out mission file  

2. Learners look at security cam 

footage. 

3. Learners find the data center 

and seek more information.  

Mission file  

Map to data 

center 

 

3-2 Agents ex-

plore SENTI-

MET National 

Park 

1. Hand out mission file  

2. Learners look at the additional 

security cam footage.  

3. Learners explore SENTIMET 

National Park 

4. Learners report on their find-

ings and reaction.  

Mission file  

3-3 Agents build 

a new com-

munity, mak-

ing sure it is 

sustainable. 

1. Hand out mission file  

2. Learners agree on how to de-

sign their new community, dis-

tribute tasks and build it.  

3. Learners document their work 

according to the reporting 

checklist.  

Mission file  

3-4 Agents think 

about how 

they could ap-

ply their solu-

tions in the 

physical 

world 

1. Hand out mission file  

2. Agents export two artifacts and 

make a report with the RCT app 

3. Agents place the artifacts in the 

CABULIREX flying museum 

with a voice recording. 

Mission file  
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Table 19: Detailed timeline Mission 4  
 

Mission 4: Recycling the past  

Mission  Description  Steps Docu-

ments 

Remarks 

4 

Minetest 

European 

Village 

4-8h 

Agents need to come up with a plan to restore and repurpose 

their former living quarters, which have been hit by a storm 

and a flood. This is an opportunity for them to prevent new 

disasters and to make good use of the European Village in 

their quest to work towards a sustainable future.  

This mission consists of three consecutive parts. 

The respective mission files must not be handed 

pvu!bu!uif!tbnf!ujnf!cvu!xifo!uifzǃsf!offefe!up!

continue.  

Learners can be allowed to work on the mission 

during their free time starting with Part 3 by coor-

dinating their efforts with others (from different 

countries) and finding times to meet up to work 

on the mission Ą ubiquitous learning opportuni-

ties. 

Mfbsojoh!gbdjmjubupst!tipvmeoǃu!hvjef!cvu!pctfswf/ 

Groups can be formed randomly using an in-

world mechanism (Ą C23) 

Jg!bhfout!offe!jotqjsbujpo-!uifz!dbo!vtf!uif!ǆJo.

tqjsbujpo!DpsofsǇ!kvtu!pvutjef!uif!Spdlfu!Dbgˡ!! 

If agents need help they should ask officers for 

help. 

If officers see that agents do need a gentle push 

in the right direction (not solutions but ideas how 

to proceed or where to look), officers can partici-

pate in discussions as their partners, not their 

teachers or superiors.  

The following SDG can be integrated in the sec-

ond part depending on the specific group: 1 no 

poverty, 8, decent work and economic growth, 10 

reduced inequalities, 16 peace, justice and 

strong institutions.  

4-1 Agents as-

sess the dam-

age done to 

the European 

Village. 

1. Hand out mission file  

2. Learners assess the 

damage and document 

their findings and reac-

tions. 

Mission 

file 

4-2  1. Hand out mission file  

2. Learners restore and re-

purpose the European 

Village.  

3. They document their 

work.  

Mission 

file 

4-3 Agents think 

about how 

they could ap-

ply their solu-

tions in the 

physical 

world 

1. Hand out mission file  

2. Agents export two arti-

facts and make a report 

with the RCT app 

3. Agents place the arti-

facts in the CABULIREX 

flying museum with a 

voice recording. 

Mission 

file 
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Table 20: Detailed timeline Mission X  
 

Mission X: Graduation & Final Missions (Offboarding)  

Mission  Description  Steps Docu-

ments 

Remarks 

X1 

Offline, 

CoSpaces 

Edu 

1.5h 

Agents make 

plans for the 

future and say 

goodbye; they 

also reflect on 

the past. 

1. Hand out farewell 

letter and mission 

file  

2. Learners read fare-

well letter.  

3. Learners make 

plans for the future.  

4. Learners record a 

farewell message.  

5. Learners receive the 

message to their fu-

ture self and send a 

message back to 

the past, which they 

upload to safe de-

posit box #3.  

Farewell 

letter 

Mission 

file 

Letter 

template 

Sample 

message 

 

For evaluation purposes. 

This final mission focuses on what the agents 

learned about sustainable development and leads to 

a final report that includes a personal ending to the 

story. 

Gradua-

tion  

Minetest 

European 

Village 

1h 

Agents gradu-

ate 

1. Learners assemble 

at the European Vil-

lage 

2. Graduation speech  

3. Learners receive 

their virtual NFTs as 

a certificate  

4. Time to socialize 

and to take a pic-

ture. 

Certificate The purpose of the graduation ceremonies is to give 

the narrative a proper ending and to make sure learn-

ers will leave the project with a positive outlook. The 

ceremony will be held in-world and there should be a 

little speech held by someone important, potentially 

important in the world beyond the simulation. The 

world needs to be adapted accordingly. 

There is a graduation gown and a cap available for 

agents to wear. After the speech, they can be called 

to the stage and given the virtual version of the NFT*, 

which they were given with the fare-well letter in mis-

sion X1 in a digital format or in print, as a certificate. 

After the ceremony, the learning facilitators can take 

a photo on the stage of the graduation platform , one 

of the group looking at the camera, one while they 

throw their caps. 

*The NFT was attached to the farewell letter but 

learners will receive the in-world equivalent as a to-

ken of appreciation and to link the virtual world with 

the digital world. In the physical world, they receive a 

certificate for their alter ego.  

X2 

Survey,  Mi-

netest Eu-

ropean 

Dome 

56ǃ,56ǃ 

  Mission 

file 

For evaluation purposes 

The second final mission is about an exit survey and 

optional exit interviews (audio recordings or inter-

views in-world). They are designed to help with the 

evaluation of the project as a whole. 
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2. List of all files  

 
  
 

Agent Handbook 

 

 

Tutorials | for officers in case they need to modify a video; agents can access the videos on YouTube via QR codes 

 
 

Tutorial_How to cut and crop media files .mp4 

  Tutorial_How to export 3D objects from the training world .mp4 

  
Tutorial_How to find photos that may be used in a project.mp4 

  
Tutorial_How to install Minetest and start the training world - macOS.mp4 

  

 

Tutorial_How to install Minetest and start the training world - Windows.mp4 

  

 

Tutorial_How to install the communicator on Android.mp4  

  

 

Tutorial_How to install the communicator on iOS.mp4  

  

 

Tutorial_How to install the communicator on your PC.mp4  

  
Tutorial_How to make screencasts in-world.mp4 

  
Tutorial_How to make voice recordings and place them in-world.mp4 

  
Tutorial_How to prepare posts for SERASUM FInsta.mp4 

  

 

Tutorial_How to report during your missions.mp4  

  
Tutorial_How to take sceenshots in-world.mp4 

  

 

Tutorial_How to upload images and use them in the training world.mp4  

  

 

Tutorial_How to use Mesecons and Pipeworks.mp4 

  

 

Tutorial_How to use the greenscreen studio.mp4 

  
Tutorial_How to use the SERASUM Communicator and frequencies.mp4 

  
Tutorial_How to use the SERASUM RCT app.mp4 

  Agent Handbook.docx 
 

  

Mission 0 Becoming an agent 

 

 

Agents 

 

 

A ƿ You have been recruited 

  

 

ID form.pdf 

   
Mission 0A You have been recruited.pdf 

  

 

Mission 0A You have been recruited_print.pdf 

  
B ƿ Sign up to the agent directory 

  
 Mission 0B Sign up to the agent directory.pdf 

   

 

Mission 0B Sign up to the agent directory_print.pdf 

  

 

C ƿ Create you avatar 

    

 
Access cards | put access cards created with Canva in this folder; do not share the folder, only share files                  
xjui!bhfout!jg!zpv!epoǃu!xbou!up!qsjou!uif!access cards 

   

 

Mission 0C Avatar.pdf 

  

 

Mission 0C Avatar_print.pdf 

  D ƿ Who are you 

   

 

SERASUM: How to introduce yourself 

    

 

SERASUM: How to introduce yourself (DE) 

     

 

Fill in the blanks_DE.pdf 

    

 

How to introduce yourself_DE.pdf 

    
SERASUM: How to introduce yourself (EN) 

     

 

Fill in the blanks_EN.pdf 

     
How to introduce yourself_EN.pdf 
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SERASUM: How to introduce yourself (FR) 

     

 

Fill in the blanks_FR.pdf 

   
 

 

 

How to introduce yourself_FR.pdf 

   
Mission 0D Who are you.pdf 

  

 

Mission 0D Who are you_print.pdf 

  E ƿ Dictionary 

   

 

Mission 0E Dictionary.pdf 

   

 

Mission 0E Dictionary_print.pdf 

  

 

F ƿ Message to your future self 

  

 

Sample message & template 
 

   

 

Sample message & template (DE) 
 

     

 

Sample_letter_to_future_self_DE.pdf 

     

 

Template_letter_to_future_self_DE.pdf 

    

 

Sample message & template (EN) 

    

 

Sample_letter_to_future_self_EN.pdf 

     

 

Template_letter_to_future_self_EN.pdf 

    

 

Sample message & template (FR) 
 

    

 

Sample_letter_to_future_self_FR.pdf 

   
 

Template_letter_to_future_self_FR.pdf 

   Mission 0F Message to your future self. pdf 

   Mission 0F Message to your future self_print.pdf  

       G ƿ Your name is your password 

   
 

Mission 0G Your name is your password.pdf 

    Mission 0G Your name is your password_print.pdf 

 

 

Officers 

 

 

A ƿ You have been recruited 

  

 

ID form 
 

   

 

Samples 
 

     

 

Coco_LeBlanc.pdf 

   

 

 

Lin_Meyer.pdf 

   ID form-template.pdf  

    

 

ID form-template.png 

   

 

Your new identity | agents will upload their ID forms to this folder  

   Mission 0A You have been recruited.docx 

   Mission 0A You have been recruited_print.docx 

   Tutorial_How to Put Documents in the SERASUM Safe Deposit Box.mp4 

  

 

B ƿ Sign up to the agent directory 

  

 

 

Sample 

    

 

Intro_Lin_Meyer_EN.pdf 

    

 

Lin_Meyer.wav 

   

 

Mission 0B Sign up to the agent directory.docx 

   Mission 0B Sign up to the agent directory_print.docx 

   Tutorial_How to Use the Agent Directory.mp4 
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C - Create your avatar 

  

 

Photo of your avatar | agents will upload their avatar photos to this folder  

   Sample 

   

 

Lin_Meyer.png 

   

 

Mission 0C Avatar.docx 

   Mission 0C Avatar_print.docx 

   Tutorial_How to enter the secret SERASUM training world.mp4 

  

 

D ƿ Who are you 

  

 

 

Samples 

     

Intro_Lin_Meyer_DE.pdf 

   

 

Intro_Lin_Meyer_EN.pdf 

   

 
 

SERASUM access card_sample_Lin Meyer.png 

   Mission 0D Who are you.docx 

   

 

Mission 0D Who are you _print.docx 

  

 

 

Tutorial_How to add your first report.mp4  

  E ƿ Dictionary 

  

 

Mission 0E Dictionary.docx 

   

 

Mission 0E Dictionary_print.docx 

   

 

Tutorial_How to create a data cube for the dictionary.mp4 

  

 

F ƿ Message to your future self  

  
 

Sample 

   
 

Sample_letter_to_future_self_Lin Meyer.docx 

  

 

Your messages to your future & past selves | agents will upload their messages to this folder  

   Mission 0F Message to your future self.docx  

   

 

Mission 0F Message to your future self_print.docx  

  

 

G ƿ Your name is your password 

  
 

AI voice authentication audio files  

   
 

mission -0g_serasum_ai_1.wav 

    
 

mission -0g_serasum_ai_2.wav 

    
 

mission -0g_serasum_ai_3wav 

    
 

mission -0g_serasum_ai_3_failed.wav 

    
 

mission -0g_serasum_ai_4.wav 

    
 

mission -0g_serasum_ai_5.wav 

   

 

Mission 0G Your name is your password.docx 

   

 

Mission 0G Your name is your password _print.docx 
 

 

Mission 1 Getting to know your new home and meeting your fellow agents 

 

 

Agents 

 

 

A ƿ Welcome 
 

  

 

Agent ID badges | put agent ID badges created with Canva in this folder 

   

 

Agent Handbook.pdf 

   

 

Mission 1A Welcome.pdf 

   Mission 1A Welcome_print.pdf 

  

 

B ƿ Introducing yourself to your fellow agents  

   Mission 1B Introducing yourself to your fellow agents. pdf 
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Mission 1B Introducing yourself to your fellow agents_print.pdf  

 

 

C ƿ Getting into SERASUM HQ 
 

  

 

Mission 1C Getting into SERASUM HQ.pdf 

   Mission 1C Getting into SERASUM HQ_print.pdf 

  

 

D ƿ Exploring the Oasis 

  

 

Map to find the European Village.png 

    

Mission 1D Exploring the Oasis.png 

 

 

 

 

Mission 1D Exploring the Oasis_print.pdf 
 

Officers 

 

 

A ƿ Welcome 

  

 

Sample 
 

   

 

SERASUM ID Card-sample-Lin Meyer.png 

   

 

Assign Rooms.pdf 

   

 

Mission 1A Welcome.docx 

  

 

 

Mission 1A Welcome_print.docx 

  B ƿ Introducing yourself to your fellow agents  
 

  

 

Mission 1B Introducing yourself to your fellow agents.docx  

   Mission 1B Introducing yourself to your fellow agents_print.docx 

  

 

C ƿ Getting into SERASUM HQ 

  

 

Mission 1C Getting into SERASUM HQ.docx 

   

 

Mission 1C Getting into SERASUM HQ_print.docx 

  

 

D ƿ Exploring the Oasis 
 

  

 

Mission 1D Exploring the Oasis.docx 

   Mission 1D Exploring the Oasis_print.docx 

 
  Mission 2: Making the present more sustainable  

 

 

Agents 

  

Mission 2 Making the present more sustainable. pdf 

  

 

Mission 2 Making the present more sustainable_print.pdf  

 

 

Officers 
 

 

 

Mission 2 Making the present more sustainable.docx 

  Mission 2 Making the present more sustainable_print.docx  

  

Mission 3: Building the Future 

 

 

Agents 

 

 

Part 1 ƿ Building the Future 

  

 

Map to data center.png 

   

 

Mission 3 Part 1 Building the Future.pdf 

   Mission 3 Part 1 Building the Future_print.pdf 

  

 

Part 2 ƿ Building the Future 

  

 

Mission 3 Part 2 Building the Future.pdf 

  
 

Mission 3 Part 2 Building the Future_print.pdf 

  

 

Part 3 ƿ Building the Future 

   

Mission 3 Part 3 Building the Future.pdf 

  

 

 

Mission 3 Part 3 Building the Future_print.pdf 
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Part 4 ƿ Building the Future 

  

 

Mission 3 Part 4 Building the Future.pdf 

   Mission 3 Part 4 Building the Future_print.pdf 

 

 

Officers 

 

 

Part 1 ƿ Building the Future 

  

 

Mission 3 Part 1 Building the Future.docx 

   

 

Mission 3 Part 1 Building the Future_print.docx 

  

 

Security Camera Footage (part 1).mp4 

  Part 2 ƿ Building the Future 
 

  

 

Mission 3 Part 2 Building the Future.docx 

   Mission 3 Part 2 Building the Future_print.docx 

   

 

Security Camera Footage (part 2).mp4 

  

 

Part 3 ƿ Building the Future 

  

 

Mission 3 Part 3 Building the Future.docx 

   Mission 3 Part 3 Building the Future_print.docx 

  

 

Part 4 ƿ Building the Future 
 

  

 

Mission 3 Part 4 Building the Future.docx 

   

 

Mission 3 Part 4 Building the Futurer_print.docx 
 

 

Mission 4: Recycling the Past 

 

 

Agents 

 

 

Part 1 ƿ Recycling the Past 
 

  

 

Mission 4 Part 1 Recycling the past.pdf 

   

 

Mission 4 Part 1 Recycling the past_print.pdf 

  

 

Part 2 ƿ Recycling the Past 
 

  

 

Mission 4 Part 2 Recycling the past.pdf 

   

 

Mission 4 Part 2 Recycling the past_print.pdf 

  

 

Part 3 ƿ Recycling the Past 

  

 

Mission 4 Part 3 Recycling the past.pdf 

   Mission 4 Part 3 Recycling the past_print.pdf 

 

 

Officers 

 

 

Part 1 ƿ Recycling the Past 
 

   Mission 4 Part 1 Recycling the past.docx 

   

 

Mission 4 Part 1 Recycling the past_print.docx 

  

 

Part 2 ƿ Recycling the Past 

  
 

Mission 4 Part 2 Recycling the past.docx 

  

 

Mission 4 Part 2 Recycling the past_print.docx 

  Part 3 ƿ Recycling the Past 
 

  

 

Mission 4 Part 3 Recycling the past.docx 

   Mission 4 Part 3 Recycling the past_print.docx 
 

 

Mission X: Final Mission 

 

 

Agents 

 

 

Final Mission 1 
 

    Sample Messages 

   

 

 Sample_letter_to_past_self_DE.pdf 
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Sample_letter_to_past_self_EN.pdf 

   Sample_letter_to_past_self_FR.pdf 

   

 

 

Templates 

     Template_letter_to_past_self_DE.pdf 

   

 

Template_letter_to_past_self_EN.pdf 

   

 

  Template_letter_to_past_self_FR.pdf 

    Farewell letter.jpg 

   
 

Farewell letter_print.pdf 

   Mission X Final mission 1.pdf 

   

 

Mission X Final mission 1_print.pdf 

  

 

Final Mission 2 

  

 

Mission X Final mission 2.pdf 

   

 

Mission X Final mission 2_print.pdf  

 

 

Officers 

 

 

Graduation 

  

 

SERASUM Certificate.pdf  

  

 

Mission X Final Mission 1 

  
 

Sample 

    Sample_letter_to_past_self_Lin Meyer.docx 

  

 

Farewell letter.docx 

   

 

Farewell letter_print.docx 

   

 

Mission X Final mission 1.docx 

   Mission X Final mission 1_print.docx 

   

 

SERASUM NFT.png 

  

 

Mission X Final Mission 2 

  

 

Mission X Final mission 2.docx 

   

 

Mission X Final mission 2_print.docx 
 

 

Officer Handbook 

 

 

Tutorials 
 

  Tutorial_BLOCKALOT_How to create and set up a mumble server.mp4 

   Tutorial_BookCreator_How to remix the template.mp4 

  

 

Tutorial_Canva_How to adapt the templates.mp4 

  Tutorial_CoSpaces Edu_How to remix the templates.mp4 

  Tutorial_How to adapt agent tutorials.mp4  

  Tutorial_Padlet_How to remake the template.mp4 

 

 

Tutorial_ThingLink_How to set up an interactive map.mp4 

 

 

Walkthroughs 
 

  Walkthrough_Infiltration (break-in) game.mp4 

  

 

Walkthrough_Training world post-training.mp4 

  Walkthrough_Training world template.mp4 

 

 

Officer Handbook.pdf  
 

 

SERASUM Logo 
 

Templates 

 

 

Mission file_template.png  
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3. Documents 

a) Mission 0A 

Mission File (digital | print)  

 

print versions 

https://www.next.blockalot.de/s/serasum-0A
https://www.next.blockalot.de/s/serasum-0A-p
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Template: ID Form (PDF) 

 

https://www.next.blockalot.de/s/id-form
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b) Mission 0B 

Mission File (digital | print) 

 

https://www.next.blockalot.de/s/serasum-0B
https://www.next.blockalot.de/s/serasum-0B-p
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How to introduce yourself in English (folder) 

 

https://www.next.blockalot.de/s/serasumintroduceyourself
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c) Mission 0C 

Mission File (digital | print) 

 

https://www.next.blockalot.de/s/serasum-0C
https://www.next.blockalot.de/s/serasum-0C-p
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d) Mission 0D 

Mission File (digital | print) 

 

 

https://www.next.blockalot.de/s/serasum-0D
https://www.next.blockalot.de/s/serasum-0D-p
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How to introduce yourself (folder) 

This folder contains the English template (cf. 0B) and sample as well as templates and samples in Ger-

man and French 

 

https://www.next.blockalot.de/s/serasumintroduceyourself























































































































