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INTRODUCTION
One of the main objectives of GATE:VET is the establishment of a community that enables
peer learning and knowledge transfer on the topics Game Based Learning (GBL) and
Gamification between educational staff in vocational schools. The main aim of this deliverable
(D1.3) is the development of a plan that outlines ways to building a self-motivating online
community. This includes identifying relevant target groups, stakeholders and appropriate
dissemination channels to reaching this community. The plan also provides guidance on how
to ensure the sustainable use of the created content, even after the project is completed.
This report demonstrates how the wiki functions as the basis of the GATE:VET community.
More than just a database that provides content, this online platform is designed to support
the creativity of its users, encourage collaborative processes and enable peer learning.
Community members can exchange views and experiences. An ongoing process of creating
and modifying content by the self-motivated community ensures the continuous operation
and improvement of the open platform. In addition to the wiki, an app provides micro learning
units in the form of lessons, training courses, mini games, flashcards, and a leader board.
Multiplier events as well as social media are utilised to disseminate contents to Vocational
Education and Training (VET) teachers in Europe and thus reach future members of the
community.
After the construction of the project wiki and app is completed, links to GATE:VET platforms
are shared with relevant Facebook groups/pages and Pinterest. Besides this, carefully chosen
educational sheets and micro learning units, which have been created in the initial content
collection by project partners, serve as additional shareable content to attract people to the
community. These community-building efforts are tracked and can be evaluated through user
statistics obtained from the wiki, app, Facebook and Pinterest.
Besides describing the establishment of the GATE:VET community online, this report also
details additional dissemination activities of the project. These include a project website,
publications and events. A shared dissemination-tracking document is used to monitor these
activities. Throughout the duration of the project, all project partners report their
participation in the various types of dissemination activities.
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COMMUNITY BUILDING STRATEGY
In IO1, there are two deliverables associated with community building. The Community
Building Strategy developed in this deliverable (D1.3 - Community Building and Exchange of
Best Practices) and the implementation of the plan in D1.4 (Implementation of the
Community Building Strategy and Report about the Actions). AFBB leads the execution of the
Community Building Strategy. However, all project partners are involved in community
building activities and are expected to make a contribution to the plan's effective
implementation. This section details GATE:VET's planned activities and relevant information
for the establishment of a self-motivated online community.
2.1. PURPOSE OF COMMUNITY BUILDING STRATEGY
The project's main objective is the creation of an online platform that introduces VET
teachers to the principles of GBL and at the same time creating a space for collaborative
exchange for these teachers. Consequently, the purpose of the Community Building Strategy
is to ensure the continuous operation and improvement of the platform by identifying:




relevant target groups and stakeholders
appropriate tools to connect with these target groups and stakeholders
suitable activities to communicate our goals

2.2. TARGET GROUP(S) AND STAKEHOLDERS
So far, the project has identified the following target audiences. The main target group of
dissemination activities are VET teachers in Europe. Further target groups include:





learners at the partners' organisations
teachers from general secondary education schools
other VET providers and their staff/students
experts/researchers, consultants and trainers in the educational sector (local, regional,
national and on EU level)

In the process of the project possible further stakeholders will be identified and addressed.
This will take place during the workshops provided to different audiences as well as during
multiplier events.
All partners identify appropriate target groups in their local, national and European context.
At the beginning of the project all partners identified dissemination and networking
opportunities as part of the initial content collection. During M9-M11 a Community Building
Collection document was populated by partners with detailed information on relevant
organisations, initiatives and existing online communities (results are presented in 2.4.2). This
collection provides details on suitable entry points to reach European VET teachers, for
example Facebook groups or Facebook pages, and other relevant organisations or platforms.
2.3. LOCATION OF THE COMMUNITY: GATE:VET WIKI AND APP
The main objective of the GATE:VET project is the planning, development and provision of a
qualification and communication platform. This is implemented in form of a website and a
mobile phone app. Various game elements, best practices and instructions on GBL will be
made available as an Open Education Resource (OER) to teachers in vocational education and
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training. Surveys of teachers conducted at the beginning of the project showed that the
desired functionalities of a platform for learning about and exchanging information on GBL
are wide-ranging. As a result, the online community of GATE:VET is based on a wiki and a
mobile phone app to meet the different needs and interests of the users. The development of
the platform focuses on usability, expandability and user experience to provide teachers with
a practical tool for preparing their lessons. With regard to the Community Building Strategy,
particularly important functions of the platforms include a comment function and cooperative
working in the wiki, and a rating tool in the app.
The format of an online wiki (http://wiki.gate-vet.eu/) has been specifically chosen to ensure
that the process of content creation can be collaborative (comment function and editable
entries); thereby facilitating peer learning and strengthening the community. Manzavision is
configuring a TikiWiki, which presents contents, such as descriptions and definitions of GBLrelated terminology and concepts (i.e. glossary terms) as well as specific practice examples
with links to educational resources (i.e. educational sheets). While the initial content collection
and creation is carried out by the project partners to provide a starting point for the database,
the majority of content is generated and maintained independently by the teachers (i.e.
community).
The mobile app (https://mobile.teemew.com/smart130/webgl/index.html) made available by
Manzavision, has already been developed and used in advance; it is adapted to the needs of
the project. It provides a guided introduction to GBL following a curriculum specifically
designed to educate teachers about relevant approaches and concepts. Micro learning units in
the form of lessons, training courses, mini games, flashcards, quizzes, tests and a leader board
can be accessed and studied individually or in a blended learning setting with additional
guidance of teacher trainers.
Both platforms, the wiki as well as the app, have intuitive user interfaces. Teachers can
quickly and easily research well-prepared GBL contents and, in the case of the wiki also
exchange ideas with peers. A further advantage of these platforms is the convenient access to
data that can help track community building processes, including growth levels of user
numbers and activities. In addition, not only the frequency of use of the platforms but also the
number of visits to the GATE:VET project website is measurable and thus an indicator for
determining the impact of the project.
2.4. COMMUNITY BUILDING TOOLS AND ACTIVITIES
Primarily, multiplier events and social media will be used to disseminating contents to VET
teachers in Europe to target future members of the community. Conceived as an online
community, the development of the GATE:VET community will largely take place online.
However, a number of multiplier events are also directed at VET teachers from institutions
and schools other than those of the partner organisations who can and wish to become active
in the community. The community-building tools and activities envisaged here are intended to
cover a wide range of opportunities to reach our target group at different levels (local,
national, regional, European).
In order to build a thriving and self-motivating online community, the project cannot rely on
the community developing organically on its own. The project partners will dedicate their time
and efforts to a well thought-out strategy that considers several entry points to directly
reaching the target groups.
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2.4.1. MULTIPLIER EVENTS
The multiplier events are used to identify which contents are important for the teachers and
at the same time function as an initial mechanism to expand the community network.
Moreover, the events provide an opportunity to gain early user feedback on the GATE:VET
online platforms; this can contribute to further refining and optimizing the wiki and the app.
There are two multiplier events to take place, one hosted by VUC in Næstved Denmark in
October 2020 (30 participants) and the other hosted by AFBB in Dresden, Germany in June
2021 with 60 participants. At the multiplier events, the wiki and app are introduced to
members of the target group, who can try out the two platforms and share first impressions
of the developing community.
The participants of the multiplier events are an audience that is not directly involved with the
project: As a result, these events can provide insights into how the objectives of the project
are achieved and what impact they can have. Further, participant feedback will help to finetune the project platforms.
2.4.2. SOCIAL MEDIA
Based on existing networks and communities used by teachers to connect with peers, share
ideas and/or collect materials, two social media platforms were identified as particularly
suitable for directly reaching VET teachers: Facebook and Pinterest. In contrast to other
forms of social media (such as Twitter or Instagram), these platforms are already used by very
active communities of teachers. While many stakeholders in the VET sector and some online
teacher forums have also established their online presence in the form of websites, the vast
majority have well-managed associated social media profiles. These are the main focus of the
GATE:VET community building strategies.
Partners have collated a document with a collection of relevant online communities, initiatives
and organisations on a local, national, regional and European level (excerpt attached as
Appendix A Community Building Collection). AFBB will establish a GATE:VET Facebook
page, which will be used to reach out to relevant groups, organisations and networks that
have been identified in the Community Building Collection. In addition, all project partners will
share GATE:VET contents via their social media channels to attract community members for
the project wiki and app.
Facebook groups are used by many teachers to not only connect with like-minded people, but
also to share own as well as find new teaching resources and ideas. A particular advantage of
Facebook groups is the possibility to contact the target group directly and not via the proxy of
a VET provider. Therefore, teachers from a much wider variety of geographical and
institutional backgrounds can be contacted. All 65+ Facebook groups that have been listed by
project partners in the Community Building Collection will be contacted by the GATE:VET
Facebook page administrator (AFFB). Initially, general links to the resources (wiki and app) will
be shared in the discussion boards; eventually also links to particularly well presented
educational sheets will be shared within these groups.
Facebook pages are largely used by stakeholders in the VET sector to profile their
organisation or initiative and reach out to students as well as teachers. GATE:VET will also
connect with these pages in order for them to share our contents and further expand the
community. All 15+ Facebook pages that have been listed by project partners in the
Community Building Collection will be contacted by the GATE:VET Facebook page
administrator (AFFB) and invite them to check out the GATE:VET wiki and app. The
GATE:VET Facebook group administrator will be available for questions and will encourage
7

Deliverable: <1.3>
IO: <1>
Project: GATE:VET

the publication of the project contents on the respective news feeds.
Pinterest is used by many teachers to get new ideas and organise teaching resources. Similar
to Facebook groups, the target group can be contacted directly. In order to utilise Pinterest as
an effective community-building tool, the project needs a Pinterest profile with a considerable
number of followers. As followers are generated organically over a longer period, AFBB have
created an account in M8 and continuously work on gaining Pinterest followers. Even before
links to the GATE:VET platforms are available, the GATE:VET Pinterest is collecting,
organising and sharing topic-related contents (e.g. gamification, GBL, online teaching tools
etc.). Given the visual focus of the platform, the materials to be disseminated through
Pinterest will mostly feature the educational sheets.
All partner organisations will use their own institutional social media channels (if applicable) to
share contents posted on GATE:VET social media sites as well as generating individual posts,
inviting VET teachers to join the community. In addition, and especially when a partner
organisation does not have social media capabilities, the partners commit themselves to
community building by sharing links to the GATE:VET wiki and app (via email, newsletters,
flyers etc. / within their networks), inviting VET teachers and other relevant stakeholders to
join the GATE:VET community.
Partners track all community-building efforts in the shared Dissemination Tracking Document
(see Appendix
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Dissemination Tracking).
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ADDITIONAL DISSEMINATION
In addition to the dissemination in form of community building (i.e. the GATE:VET wiki/app as
well as the involvement of multipliers and social media), the project goals and results are to be
communicated through various dissemination channels. All intellectual outputs are made
available to the public and the curricula are translated into German, Danish and Romanian.

3.1. PROJECT WEBSITE
The GATE:VET wiki and mobile app are presenting the results/outcomes of the project
introducing gamification and GBL to the target group; yet, these platforms do not provide any
meta information about the research project GATE:VET. Information about the project,
including participating partners, project goals and project outputs can be found on the
project's website, which is hosted by AFBB: www.gate-vet.eu. The site is updated with
relevant events and news. The wiki and app provide links to the website, for users who are
interested in learning more about the project and the background to the creation of the app
and wiki. This transparency increases the credibility of the materials provided and validate the
quality of the platforms, hopefully encouraging users to actively participate in a growing
GATE:VET community.
3.2. ADDITIONAL DISSEMINATION ACTIVITIES
Additional dissemination activities operate on multiple levels. In the initial stages of the
project, all partners collectively identify and share local, regional, national, European and
international dissemination opportunity events (see Appendix C Dissemination Opportunity
Events), including conferences, symposia, meetings and workshops. This list is continued and
updated throughout the duration of the project.
In addition, dissemination activities of partners include publications of scientific papers, blog
posts, press releases, news and their organisations' social media channels. Project coordinator
AFBB ensures that the project outcomes are promoted on educational platforms, such as the
Electronic Platform for Adult Learning in Europe (EPALE) and the School Education Gateway.
As all project partners participate in and pursue various academic networks, publications and
platforms, they identify and exploit opportunities for publishing project-related content as
these emerge. For the duration of the project, all project partners track their dissemination
activities (participation in events as well as publications of any sort) in the Dissemination
Tracking Document (see Appendix
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B
Dissemination Tracking), which can be accessed in Teams as a shared document. All
participating educational institutions are aware of the content focus and prepare
dissemination activities accordingly.
At the time this document was finalised, the following dissemination activities are planned:




Lameras, P., Philippe, S., Petridis, P. (2020). Endowing a Game-Based Learning Hub for
Augmenting Teaching and Learning: Design, Constellations and Perceptions from a
Teachers Perspective. 14th European Conference of Game-Based Learning,
September 24-25, Brighton, UK.
Diab, M., Fischer, H., North, B., Müller, J., Arnold, M. (2020). Game-Based Learning in
der beruflichen Bildung. GeNeMe - Communities in New Media, October 7-9,
Dresden, Germany.
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DISCUSSION AND CONCLUSION
This report presented the Community Building Strategy of the GATE:VET project. This
strategy is implemented during the whole project lifetime. All partners are responsible for
contributing to community building by engaging in community building activities (as outlined
in the first part of this document, i.e. chapter 2) as well as by undertaking and tracking
dissemination activities (as outlined in the second part of this document, i.e. chapter 3).
Deliverable D1.4 will report on the implementation of the community building strategy and
about the actions. This version of the report detailed the results of the project partners'
collection of dissemination opportunity events and community building collection.
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APPENDICES
A COMMUNITY BUILDING COLLECTION
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B DISSEMINATION TRACKING

14

Deliverable: <1.3>
IO: <1>
Project: GATE:VET

C DISSEMINATION OPPORTUNITY EVENTS
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