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Introduction

The G.N.I. is composed mostly by public school teachers, that carry out both individually or as a group experiments and do research using computer resources to tackle educational and teaching problems.

In accordance with the pedagogic view expressed by the M.C.E. , of which G.N.I. are a part, research and interest in the new technologies are oriented in adapting the new didactical activities to the cultural and psychological reality of the students, rather than promoting a simple upgrade of the same.

The main tools with which the G.N.I. obtains its ends are:

-the bulletin Fogliacci Dinamici, that publishes articles and research on the  use of computers at school. It is at the moment being transferred onto the internet ( www.fogliacci.it)

-training and research Stages where, annually, a particular topic on the use of the computer technology in teaching is closely examined.

A) RESEARCH COURSES AND WORKS PRODUCED

1985 – STAGE ON VIDEOGAMES

The videogames mania was taken into account, evaluating both the obvious children’s realm of play, and whatever could be introduced into teaching as a knowledge tool, and the videogame  as a design model of a possible reality. The records were published in : Camposcuola (anno 2, n°4) and Cooperazione Educativa (1985 n°12), and in the book Meccanico o intelligente, risorse informatiche e problemi dell’educare, Quaderni MCE, La Nuova Italia 1988.

1986 – STAGE ON SIMULATION

This second meeting<is the logical prosecution of the first, so far as the use of models in the design and  organisation of knowledge goes. We tried to give an answer to certain leading questions: 

What does it mean to apprehend through the use of models, to interact with a simulation, design a simulation ?

The records were published in : Fogliacci Dinamici (1986 n°3) and Coperazione educative (1887) n°5)

1987 – STAGE: COMPUTER RESOURCES FOR TEACHING LANGUAGES

In this third stage we analysed the interactions between computer sciences and language teaching. The work groups tackled: Typing , printing and the use of W.P., designing and writing adventure games, notes on language and computer models.

The records were published in : Fogliacci Dinamici ( luglio 1987)

1988 – STAGE: LOGO AND MICROWORLDS

The fourth meeting focused on LOGO going beyond the tortoise. Experiments were activated on:

the use of elves in the elaboration of animated stories, the connections between mathematics and music, the elaboration and use of tools that generate text models ( fairy tales and detective stories ).

The records were published in : Fogliacci Dinamici (Dec. 1988).

1989 – COMPUTER SCIENCES AND THE NATURAL METHOD.

We mwt with Paul Le Bohec and his Natural Method. With him we verified his didactic methodology as applied to the machine and its software interface.

1990 – IMAGO BETWIXT VIDEO AND COMPUTER.

Epistemological considerations on the analogical and digital. The meeting analysed  the possibilities at hand in the didactic and educational fields of the interactions between different codes of communication (multimedia) that were opening up thanks to the computer.

.

1992 – ELECTRONIC PUBLISHING AT SCHOOL

Experiences are compared on the probing of the meaning  of publishing at school and on the modernisation of the tools 8from word processing to desktop publishing).

1993 - Humanities and computer science tools for THINKING  PLAYING AND COMUNICATING. Writing and computer writing. Knowledge and hypertexts. Linguistic games.

The stage obliges the linguist to meet the computer scientist and his tools. To share the results of a ten year old  research through the confrontation and interaction of what has emerged elsewhere operating at the same time and in the same field. (ITD-CNR- Genoa, CIRED University of Venice, CIDI - Turin, LO SPECCHIO DI ALICE – Milan, Gruppo Nzionale Lingua del Movimento di Cooperazione Educativa).

1994 – LET’S BET THE SCHOOL – ROLE GAMES AND SIMULATIONS.

The stage examined the teaching possibilities offered by different types of resources ( table and computer role and simulation games) characterised by the importance of  two specific elements: social interactions and the presence of a model.

1995 – LET’S BET THE SCHOOL 2: NARRATIVE GAMES

The stage  focuses on the interlock between the active reader, the creative writer and the use  of computer tools to create adventure stories.

1996 – STAGE: MAPS AND WEB SURFING.

Analysis of the influences and interactions between mind and maps, hypertext organisation and internet surfing..

1997 – STAGE. SPECIAL EFFECTS AND MAGIC VISIONS or MULTIMEDIALITY BETWIXT IMMERSION AND THOUGHT.

A stage to take cognisance and to discuss the teaching possibilities offered by the new multimedia technologies.

1998 – STAGE: BETWIXT GUTEMBERG AND LUMIERE: NEW TECHNOLOGIES, NEW TYPOLOGIES, NEW PEDAGOGICS.

Analysis of the role of the teacher in the multimedia school, the resources found in the web and the tools found in the market.

1999 – VIRTUAL REALITY AND REAL CO-OPERATION, tools and experiences towards co-operative work on the net. A Stage for: to learn of and use the possibilities offered by the new  communications technologies (Internet): to know and be known: to promote participation to the G.N.I. site, creating the means and projects for a teaching co-operation: to realize teaching co-operation projects.

2000 – Virtual reality and real co-operation: MECHANICAL OR INTELLIGENT? Computer resources aimed at techno-scientific education and more. The goals can be summarised as follows:

-to learn and discuss the didactical possibilities brought by the new media technologies, particularly techno-scientific education.

-to present a Unitarian vision of science and technology with the goal to create a cultural model that combines theory and practice. A stage that tries to   offer three real proposals for the realisation  of the Progetto SeT by:

1) learning appraising and using a virtual environment where it is possible to simulate actively scientific phenomena, create simple models of what is observed in nature, visualise and communicate the results through the use of diverse multimedia technologies: Texts, images. sound, and films.

2) Learning, appraising and using an experimental environment through robots, and learning to build and program them.

3) Making use of the environments proposed as a true ground for meta-considerations on the work methods as tools that create mental models and thus a ground to formulate  hypothesis, demonstrate them, to discuss them, to understand what doesn’t work, propose alternative solutions, learning to solve problems.

4) Using, surfing and operating in the internet for research and the exchange of data.

5) Presenting and promoting research projects of national relevance for the teaching of Science and “network laboratories”.

2001/2002 – Inside stages to study and research Linux and its possible use at school. At the same time training courses have been activated on a local basis thanks to the schools involved.

B. Publications by G.N.I.


R. Didoni, M. Sala: Meccanico o Intelligente, risorse informatiche e problemi dell’educare. (Mechanical or intelligent: computer resources and teaching problems)

Computer sciences books:


Pensare, giocare , comunicare con LOGOWRITER ( Thinking, playing ,comunicating with LOGOWRITER)


Pensare, giocare , comunicare con HYPERTEXTS (Thinking, playing ,comunicating with HYPERTEXTS)


Ipertesti tra il dire e fare … ESPERIENZE SCOLASTICHE 

( Hypertexts betwixt saying and doing… SCHOOL EXPERIENCES)

FOGLIacci dinAMICI,  the G.N.I. quaterly founded in 1985. Open to debates and discussions; a tool for the diffusion of Computer Science materials for Schools.

C – SOFTWARE


Rapafrasi: word game


Catene di parole ( Chain of words) logical linguistic game


Ulisse: program that generates hypertexts-hypermedia


Storie Infinite e Mille Storie (Infinite Stories and A thousand Stories) programs that create Game Books and Adventure Games.

