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“Street Edventures”, e£gpeov@vTtog TN YAMGGO péca amd TNV
TEYVN TOL OPONOV
“Street Edventures”, exploring language through street art

Aapmpiviy XapToQoroka
M2 in Education & Technology (EdTech), CRI-Paris, University Paris V Descartes

Hepidnyn

To ykpdoitt kot kabe €idovg oNuoOclo KaoTIKN TapEuPacn (T€xvn Tov OPOUOL)
amoTeELOVV EVEPYA OTOWXEIDL TNG TOLTOTNTOC TOL ACTIKOV Y®pov. [a moAAovg, Ta
TOPATAV® CLVOETOVY U0l HOPON ‘EIKACTIKOV gpyoieimv’ vy v elevbepio g
EKQPOONG 6TO dNUOGLO YDPO, VA HEGO EMKOVOVIOG HETAED TV avOpdrwv. H 10éa tov
project “Street Edventures” Pociletar ot ypfion ¢S SVVAMKNG TOL  OGTIKOD
TePPAALOVTOG OC KOO TOTOL pabnong oe kadnuepv Paor, amdKTNONG YVOCEDV
Kot evioyvong g ONUIOVPYIKOTNTOS TV TTadldv. To mpmTtéTLTO (0 HOPPY| game
design document mpog 10 TaPOV) TPOTEIVEL o GEPE amd YAWOGIKEG OGKNGELS TOV
aQOPOVV TNV KOTAvONGT Kol TNV €5ACKNON TNG YPOUUATIKAG, opboypapiag K.6. e
TEPEYOUEVO PAGIGUEVO GTO UNVOLOTO TTOV OTOTVTTOVOVTAL GTOVG TOTYOVG TV AOTIKOV
cuvolkl®V. [ 6ca Epya SpOUOV £XOVV LOVO OTTTIKOTOMUEVT] LOPPT (GLVETTHS KaBOAOL
kelpuevo mpog enefepyacia), To moryvidl Bo TPOTEIVEL AGKNGES QPYNONS GTOPLOV
(storytelling) pe okomd v evioyvon Tov YpamTov Kol TPOoPoPtKov Adyov. To mouyvidn
Oa oyediaotel yio Toudid TpToPAduag eKTaidevomng TOL £X0VV OC UNTPIKY YADCOO TV
eEMNVIKN )/kan oo Toudid wov pabaivoov EAANvikd mg debtepn YAmwooa. H 10éa yia to
mayvidor Street Edventures ovomtoyOnke kotd ) Odpkein tov A’ £€T0VG TOL
UETOTTTUYIOKOD Hov. O TEAKOC OTOYOG €lval v HETOTPONEL GE YNEKO Towyviot
pudbnong oe popon eeapuoyng (application) 1 MAEKTPOVIKNG TAATQOPUOS 7OV Oa
ypnoworombel  yuo  EKTOOEVTIKOVG  OKOMOVG.  XTNV  TPMTN  TOL  EKOOYN
ypNooTOmONKay mg epédiopa mopadeiypato e YOAAKNG YADCCOC.

AEEaIc-KAELOA: TEYVN TOL OpPOUOL, aoTIKO TEPPAAAOV, TTandld, ekuddnon yAmdooag,
oLy Viot.

Lamprini Chartofylaka
M2 in Education & Technology (EdTech), CRI-Paris, University Paris V Descartes

Abstract

Graffiti and all kinds of public art interventions (street art) are active elements of the
identity of urban space. For many, the aforementioned are perceived as a form of "art
tools" that facilitate freedom of expression in the public space, a means of
communication between people. The idea of the project "Street Edventures" is based on
the dynamic of the urban environment use as a common place for learning, knowledge
acquisition and enhancement of children's creativity on a daily basis. The project
(existing as a “game design document”) is designed as a series of linguistic exercises
related to the understanding and practice of grammar, spelling and more using as a core
stimulus: graffiti slogans on the walls of urban neighborhoods. For street art works
without a written message (therefore no text for processing), the game suggests
storytelling exercises to enhance writing and speech. The game will be designed for
primary school children whose native language is Greek and / or for children who learn
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Greek as a second language. The “Street Edventures” game prototype was developed
during the first year of my master. The idea is to turn it into a digital game as an
application or as an e-platform for educational purposes. The first version is developed
using as stimuli examples of the French language.

keywords: street art, urban environment, children, language learning, games.

Introduction

Street Art
“A wall is a very big weapon” argued some years ago the elusive street artist Banksy
(Bansky 2001). Yet, in many parts of the world, street art is a juxtapositional
phenomenon as it can be seen either as an aesthetic intervention or as a vandalism
activity. Throughout human evolution, starting from primitive drawings on cave walls,
humans have always yearned to express themselves and share their thoughts in a public
way (Smith 2007). Today, especially in countries like Greece, all these public art
practices are evidently part of our visual culture and open new potentials of considering
them as part of our cultural heritage (Merrill 2014). And as stated by many street artists:
empty walls are just canvasses in waiting, seen very little as something that should be
damaged or destroyed (Halsey et al. 2006). On the contrary, they are perceived as
surfaces in which they can express their personal beliefs and values on a daily basis, as
a way that they can get their message out into the world and create a dialogue with
others (Hughes 2009). In this way, street art is a means of communication, freedom of
_ expression between people and a way to spread an
idea to the outside world.

Notions of ‘street art’, ‘street artists’ in this text
‘Street art’, often cited as post-graffiti movement,
was first used as a term in the 1980’s respecting the
urban guerrilla art that was not hip-hop graffiti
(Semple 2004). In this paper, it needs to be clarified
that the term ‘street art’ is used as reference to all
the aesthetic practices such as graffiti tags,
stenciling, wheat pasting, stickering, art installations
that take place in public settings (walls, floors,
signposts and more). The project “Street Edventures” emphasizes the need to explore
and use not only the work of identified artists (professionals, amateurs) but also the
omnipresent art in the streets created by anonymous artists, by people. The focus in this
language related project is to capture the emotions, values and opinions of people who
advertently decided to express their viewpoints, often related with the actuality of social
and political scene, in a public way. At this point, what is more important is the support
of the need of making connections to their lives with the lives of others in such an
unconventional way.

Figure 1: “Today, once more I
tried to find a way to approach you”

Cities as learning scapes

Nowadays, as cities can be perceived as vibrant places for social change and
revitalization that can challenge behaviors of individuals, it is quite significant the
blossoming of inclusive initiatives and projects for transforming them into learning
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landscapes. Within this scope, the game project “Street Edventures” which is described
in detail below aims at mingling learning initiatives for young children with urban
landscapes. It is described as a potential case study that can combine visual, linguistic
and spatial educational needs of young learners, proposing their neighborhoods as their
prime laboratory of exploration. Once we change the kaleidoscope of approaching the
urban space, learning potentials can grow in our everyday walks and neighborhoods
(Hirsh-Pasek 2016). For the moment, even though scientists support that children
enrolled in a full-time program spend only 20% of their walking time inside the school
settings (Hirsh-Pasek 2016), they tend to spend more than 1000 hours of instructional
time per year, and therefore often their education process gets clung to conventional
ways of thinking, speaking and relating to the outside world formed by the modern-
industrial world (Sanger 1997). As a matter of fact, there are many opportunities to
capitalize on their time spent outside school so as to connect their lives with a more
place-based learning approach, while at the same time during their interactions with
public signs and urban elements they could enhance and practice notions in a language.

State of art

Over the years, previous studies have made observations on how the human-
landscape relationship has been proved useful for the facilitation of learning and the
human developmental process. For the time being, we are more interested in findings on
cases of social and psycholinguistic growth in humans in respect to their interactions
with the urban place, and therefore with street art abundance. ‘Sense of Place’ concept:
It is argued that a strong link exists between the memories that people made in places
and spaces that shaped their characters and influenced their feelings. The sense of place
strengthens our identity evolution, most importantly our identity of belonging into the
world, and plays an influential role for our social interactions and our cultural and
psychological perspectives to grow individually and collectively (Gieseking et al. 2014).
It is essential to provide and develop more practices to young children that promote the
so-called ‘sense of place’ playing approach. Hence, there is the need of developing first-
hand learning experiences inseparably linked with children’s (urban) natural
environments (Wilson 1997). ‘Linguistic Landscapes’ field: Especially in the field of
sociolinguistics, there is an interest on the analysis of the relationship between
languages and spaces. It refers to all the linguistic elements, mainly in the form of signs,
displayed in public view. Semiotics, the study of signs, are a multimodal source of
developing literacy skills, especially in second language acquisition. Reading
comprehension is being enhanced as a side activity of processing a written text.
Multimodal literacy, that exists in linguistic landscapes, takes into consideration the text
as a physical object, the way that a text is written, and the space that it is displayed
(Cenoz et al. 2008). Furthermore, it is important to present two case-study projects
related to “Street Edventures”: a) The “Word on the Street” project (Burwell et al.
2015) which was implement in Canada and was designed for students of Grade 10
students (ages 15-16 years old). Based on the idea of linguistics landscapes mentioned
above, it aimed to develop the research and critical views and insights of those
teenagers on the visual, linguistic and spatial texts of their direct urban environment,
their neighborhoods. Teenagers had also the opportunity to create audiovisual resources,
in fact place-based documentaries, related to their urban communities and the
knowledge gained when exploring them. b) The “Florentin Urban Culture Tour” is a
touristic project based in the Florentin neighborhood in Tel Aviv, Israel. Guy Sharett,
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the founder of this initiative, organizes original cultural walks for tourists through which
people can decipher messages conveyed in street signs, graffiti and other artefacts and
learn the basics of Hebrew language. It is a walking tour (total duration: one and a half
hours) by which individuals can develop their linguistic skills and at the same time get
insights into contemporary Israeli culture. All in all, all the findings mentioned above
aim at highlighting the importance of transforming the cities into playful fields that
could offer for people of all ages various learning opportunities in a context.

My approach - Street Edventures project

It 1s vital to stress that “Street Edventures” (Street + Ed + Adventures) is a game
prototype, aims to be used as a hybrid one, that was developed during one of my master
courses called “Scientific Game Design” in which students were asked to develop a
game, as a paper prototype or as a tangible game interface around a concept across a
wide range of scientific fields. Since walking and observing street art works was always
my favorite way of experiencing a city, for this project I wanted to combine my avidity
for street art works with a language exploration and awareness approach. Due to my
previous work experience with children of primary education, my choice of having
them as the target group for this project was justified. Along with that, there are
additional reasons for using this specific group as target audience. On the one hand,
language functions as way of communication with oneself and with others. Especially
from early childhood, language instinctively works as a form of social act by which
children can communicate information, ideas and opinions to others (INTO discussion
document 2004), even though their first language acquisition is still at an incomplete
stage. On the other hand, it is implied that elementary school students, aged 7-11 years
old, are inclined to merge with their natural environment and adapt of geographical
sense in the world around them (Sobel 1998). All things considered, giving to children
the freedom to explore and understand the mechanics of their language through a play-
based approach helps them make sense of their social worlds (Barblett 2010) and
acquire a sense of place as an experiential learning affinity with their natural
surroundings, their communities and their everyday way of living in urban settings
(Sanger 1997).

Research Question

The most important research question that this experiential project identified is
whether the urban street art work, in all its forms and applications, can be used to
encourage and improve child’s verbal-linguistic intelligence. This theory mainly refers
to the way that one knows a language and communicates through using it for speaking,
reading and writing tasks. It involves a deeper understanding on the meaning of a word
while one properly uses a language. In fact, linguistic learners are people who think in
words, love learning new ones and express themselves at a high level. My intention is to
implement “Street Edventures” as a side activity project that children can enhance these
capacities into using big cities’ elements as a learning environment. Notably, our
hypothesis is that every thoughtful initiative that is addressing creative play for children
and is being developed in alignment with the environment, urban and rural, can only
bring benefits for the well-being of a child.
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Project Description

“Street Edventures” is a game prototype that proposes a language-learning
experience by playing, currently tailor-made for the city of Athens. The main concept of
this game can be easily adapted for any other city of the world, on that condition that the
stimuli-content of the game will be adapted to the dominant spoken language of the
respective city. The aim of this game is that players will meet the diversity of urban art
(slogans, tags, drawings, installations to name a few) and at the same time they will
enhance their knowledge in the Greek language through a city-based blended learning
game. Depending on the type of the street artefact, ludic activities will be proposed to
the user from a wide range of exercises concerning the use of Greek language
(grammar, orthography etc.), storytelling and many more, out of a specific curriculum.
At the same time, the user would be asked to submit their own exercises. This game
suggests a new way to encourage citizens to observe, to extract information from their
urban environment and learn/produce something from the messages conveyed through
street art. The project is much inspired by the slogan of May ‘68 movement: Les murs
ont la parole (The Walls can Speak).

Target audience
The game is designed for Greek speaking children of primary school age or/and non-
native language speaking children who are learning Greek as a second language.

Game environment & proposed materials

The game environment as I have designed it, and explained in detail below, it would
be the city map of Athens. There would be several spots on it: each one is leading the
user to different street artefacts. In each spot, there would be a set of street artefacts that
the users can explore. Two types of activities depending on the artefact will be proposed
to the user: a) Linguistic exercises and b) Story-based exercises.

A. Linguistic exercises

Stemming from a written idea expressed in a wall, the
interest on these exercises is an alternative approach of a
language text as a tool for learning ideas and its
utilization in new communications. Along with that, in
every street artefact which contains words, the idea is
that the game proposes linguistic exercises arousing
players’ curiosity around Greek language. To illustrate,

Figure 2: “T want to live life with . . . .
everything” in the example shown in the picture (Figure 2), the

phrase: “I want to live life with everything” is written in
Greek. Exercises like the following ones could be proposed:
a. Write the simple present form of the verb “live”
b. Find compound words with the word “life”
c. Think of synonyms of the word “want”.

B. Story-based exercises

While for street artefacts which contain no words, with a pictorial focus rather than
textual, there would be proposed self-reflection activities on the content, on the
emotional expression of the human figures represented in them like the example of
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Figure 3. In addition, there would be suggested activities so as to generate stories
(storytelling) inspired by the graffities and various text production activities regarding
the (social) messages that the artist wanted to convey creatively through art. Some of
the triggering questions (more on the Annex part) that improve child’s introspection
could be:

a. What do you see in this picture and what is your first
reaction?

b. How do you think this character feels and why?

c. If the character could say something to the people who
are passing by, what this would be?

It is one of my aspirations that “Street Edventures” would
be used as a learning tool both for the student and the
educator. In this way, all these aforementioned exercises can structure a valuable space
between those two groups where they can discuss together and exchange views on
important issues concerning the values of equality, justice, human existence and
freedom. Moreover, one future feature is that users will have the option to submit their
own findings from the city, to create and propose their own exercises.

Figure 3

Pedagogical objectives of “Streets Edventures”

Using street art works as an educational tool can be of high importance and have
great potentials both for the educator and the student. The pedagogical objectives of this
initiative have been developed around four basic axes towards child’s learning process
and skill development: observation, imagination, analysis, feelings. My main objectives
focus on providing the time and the space to children so as to:
- Learn and strengthen linguistic skills as far as grammar, orthography, syntax, spelling,
punctuation are concerned
- Improve skills on text production and story generating
- Encourage users to behave as actors, as field researchers, as (potential) smart citizens
who learn by observing their urban environment

Adding to the last point, the development of my project relies on children’s active
experience in the psycho-geographical phenomenon known as ‘dérive’. This is a
phenomenon that was introduced in 1956 by Guy Debord as ‘Theory of the Derive’
(Debord 1956). It basically suggests that through our daily journeys in the environment
that surrounds us, there are many opportunities to get emerged, mainly emotionally, and
embrace the urban atmosphere and strengthen our sense of belonging from the million
encounters that we find in the outside world.

Game Overview Outline

In the following section, there will be presented some of the game’s different
features as mentioned in the Game Design Document of my assignment.

Game flow summary

First of all, when the players launch the game, they have to create their personal
account which will include their own special “Street Edventures” portfolio, a collection
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of photos from the exercises that they will make later on their own inspired by the street
artwork during the game. It is highly encouraged that the players add their personal
findings from the streets of Athens or/and small group activities inspired from the city
of Athens during their classes. In addition, before starting the game, they will select
their character from a range of characters found in Greek children’s books. The overall
goal is to stop to as many street artworks as possible, gain points, create and propose
new exercises and gladly become an explorer, an observer and the “future ambassador
of learning in the city”.

“Let the game begin”: This would be the home screen

i A | of the game. Several points of Athens will be pinned in
s g e @ ™. """ this map (Figure 4), indicating where the player can find
: the elements of the street artefacts. The player will have
to choose one of the “star” spots in Athens and click-on
it so that they can start their journey around the city.
g <€ : AT However, not all the spots will be available from the
Ry :@1-3""7:%";: = beginning of the game. The player by proceeding

| o . Podikis Eveame

’:W i s T A .

"y ™ laed ﬂj’q_ﬂ RENS forward through the game and completing several
! % a%; o \ "t{:“‘:m - Ex A~

t4°m Al e . TS

Figure 4: Game environment exercises, he/she will then unlock more spots of the
example —city center of Athens  game. The player needs to go through a series of levels
to complete the game. Each spot in this
exemplary map of Athens represents a GENERAL STRUCTURE OF A LEVEL
different exercise based on a different street = e  Unguic
artefact. : 3
The players can start from whichever spot
they want. In each level, four different types
of challenges will be given to the player: 3
linguistic exercises that they need to be
solved (with an escalating level of difficulty),
and a “story plotting exercise” (the player
needs to produce a small text, drawing
diagram, a slogan etc.). To complete a level,
the player needs to solve all the above challenges and upload their materials.
Gamification badges will be awarded to them as they complete more exercises.
Nonetheless, any time the player wants to quit a level, they have the option to go back
to the home screen and choose to explore another spot in the city. In the main menu,
there is the option zoom in/zoom out so that the player can see the spots which they
have already visited (or not) and the most known Athenian points of interest around the
spots they select.

Figure 5: Level structure of Street Edventures

Look and feel

The game will be set in a present-day world. The game
environment of “Street Edventures” will bear a resemblance to the
real, outdoor, urban environment of Athens, but in a more vivid,
colorful way in order to capture children's interest. The areas of
the game’s environment and the objects will be colored in bold,
bright, light colors so as to elicit a comforting and pleasurable

Figure 6: Game environment
example — Look & Feel
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experience for children. In many cases, for emphasizing the shapes of the objects, there
will be used black lines around them (Figure 6).

Insertion in a pedagogical scenario

In the scope of examining the pedagogical insertion of this project, Street Edventures
can easily serve as complementary tool to be used in classes so as to improve the
linguistic skills of the students, evaluate their knowledge and challenge them to produce
their own educational materials. This game should be played individually, but there are
exercises such the ones of “generating a story” that could be done collaboratively from
all students of a class. Among others, this teaching method in which students “learn by
playing” can be used by the teacher-supervisor so as to identify specific difficulties of
the students in Greek language, for example in grammar or writing. The teacher could
then modify the content of their course according to the needs of the students
(personalized learning experience). In addition, students and teachers could much
benefit from the clues provided just below each exercise (indicated with a light bulb)
which contain information on the specific linguistic phenomenon and in this way to
refresh their knowledge. Furthermore, in this game there is the option for the player to
create and store their work samples in a personal portfolio which can record their
personal effort and progress. Lastly, starting with this game, motivated educators could
organize field trips around the city that could train and sharpen the observation skills of
the students.

Gameplay

The game in its core is designed to run according to the pace of each student. There
are no time constraints, no timers to put a pressure to the student to solve in rapidity the
exercises. There is no competition on playing this game, as each student tries to
strengthen their knowledge and then if possible to cooperate with their classmates so as
to produce together some of the required exercises. For the moment, the main challenge
that the player faces is concretely the completion of the exercises. In order to unlock
more spots, he/she will have to complete more and more exercises. It is not excluded
that in the future, the game will keep record of the performance of the students so as to
provide ideal exercises that are respective to his/her learning style. Points will be added
to the personal account of the player after the accomplishment of each exercise as well
as gamification badges will be attributed to the player to level up his/her involvement to
the game.

Game options

Bonus options will be planned for the future editions of the game. Next to the
progress of a player during the game, gamification badges will be attributed ranked by
his/her performance with role play names such as debutant, achiever, explorer, observer,
smart citizen to name a few.

Constraints /challenges due to the pedagogical objectives

The player is highly encouraged to work on his own in a fair way so as to solve the
challenges imposed to this game. He / She should be aware that they can always have
access to the information below each exercise and ask for the help of their teacher so as
how to proceed. In this way, the user will get constructive indications/information for
completing the exercises. In addition, there are exercises, for example the ones of text
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production for which he/she can always exchange their creative ideas with their
classmates or/and collaborate to produce them together. This game enables a
collaborative and project based learning for the users.

Future Outlook

The practical application of the game “Street Edventures”, firstly in a form of
educational workshops then in a form of tangible game-based learning interface, is not
yet tested. Therefore, preliminary results are not available now and the identification of
project's advantages and drawbacks is not feasible. Some potential research topics could
be firmly associated with the “Street Edventures” project:

a) Place-based education: connecting classrooms with the local community &
environment

b) Placemaking policies: advocating public spaces as places of creative learning &
innovative teaching

c) Digital cityscapes: integrating digital technologies into creating child friendly cities

Furthermore, as for the research methodology and approach for collecting data

concerning the use and effectiveness of the project, exploratory design techniques will
be used for evaluation. As for the development and application of the project the most
common way to collect (qualitative) data is the mapping of street artefacts in the city of
Athens.
Method I: 1t is essential in a first phase to identify the variety of these street artefacts, to
pinpoint the spots that they are usually depicted and to categorize them depending on
the thematic of the existing iconography and messages conveyed in the streets.
Method 2: 1t is vital the conduction of interviews with professionals, such as street
artists, urban sociologists, educators, urban planners, city counselors, who are working
around the related multidisciplinary topics of urban design, planning and development
and have a mutual interest in street art to shed light on their views on this movement
and the benefits of using street art work for educational purposes.

As for the assessment tools that can be used afterwards for the collection of evidence
concerning the learning process and the impact of “Street Edventures” on children, then
the following methods could be used: phase observations naturalistically (pro & post
implementation), quick quizzes to measure their understanding of Greek language and
the evaluation of the work submitted. All in all, as this project aims to enhance the
collaborative learning between the students and their perception of the public space as a
“laboratory environment”, video recordings on participants’ insights, feelings and
observations could be implemented. Within this aspect, further empirical evidence can
be obtained, transcribed and analyzed, shedding light on a better understanding of their
learning process and the areas of their knowledge extraction from street art works.

Conclusion
The “Street Edventures” project was developed during my university semester course
entitled “Scientific Game Designed” and it is still in a form of a prototype, as it was

presented during the international conference “CHILDREN'S SPACES OR SPACES
FOR CHILDREN? When education intersects with the everyday life in the city”
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(Thessaloniki, 2017). It is my aspiration to test in the first place this game within a real
urban environment, namely in lively neighborhoods like Exarchia (Athens) in
collaboration with primary school students and teaching staff. Street art will be
introduced and investigated as an educational tool through workshops aiming at making
connections to children’s lives and the lives of others and at the same time expanding
their linguistic competences. These workshops will be organized and focused on the
reflective learning process and behavior of young children towards street art, while in
the future the outcomes of such experiences could be included in the design and the
development of a digital game for them. As a social designer stated, “Street art is a
window into a city’s soul” (Kendall 2011), so it is highly vital to develop more projects,
digital based or not, that promote the nexus of 21st century cities and supportive
learning initiatives for all.
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Annex

Below are some examples of questions that can be used from educators to trigger
conversations with their students, depending on the street artefact in any case and
especially in the case of story-based activities.

What do you see in this street artefact?

What is happening in this artefact?

What is the figure doing? How does this figure feel? (if any)

Why you think one left this message on this public wall?

Is this work created by one person or more?

What is this street artefact trying to tell us?

Are there any symbols included in this street artefact, what do you think they
mean?

8. What is art for you? Do you consider this as art and why?

9. Have you seen a figure like this before in real life? How did you feel?

10. What colors have been used?

11. What pictures do you observe on your daily trip from your home to school?
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