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ABSTRACT
The COVID-19 emergency has posed many challenges to the world-
wide school system leading to school closures and massive adoption
of distance education. These events affected not only the way educa-
tion is delivered but also the overall school community’s wellbeing
and cohesion. In this paper, we present a playful education platform
originally designed to promote sustainable mobility in schools that
has been adapted to support distance learning and community en-
gagement during the health emergency. In the original version of
the platform, the home-school distances traveled by students with
sustainable means contributed to the advancement of the whole
class in a collective virtual trip associated with playful learning
material. Conversely, in a revised version of the platform adapted
to the new context, students could advance in the virtual trip by
reporting the good deeds performed at home. Findings from 161
questionnaires completed by teachers, families, and students, as well
as results from online workshops with students, and the analysis
of log files at the end of the school year revealed the opportunities
and limitations of converting a playful activity conceived for be-
ing experienced in class into an online activity to be completed at
home. The results show that the adapted version contributed to the
school community cohesion and provided a positive experience to
all its members, even though it was not able to completely over-
come the generalized feeling of isolation. This paper contributes to
understanding the social value of collaborative and playful digital
activities that involve the entire school community, showing how
technology can impact education and support communities in times
of crisis.

CCS CONCEPTS
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1 INTRODUCTION
The COVID-19 health emergency of 2020 has posed unique chal-
lenges to the school system leading to worldwide school closures
and rapid transition to distance learning. The COVID-19 restrictions
have had an impact not only on the way education is delivered but
also on the school community’s wellbeing and cohesion [17]. The
emergency has indeed urged school communities to rethink and
reorganize themselves in a short time through distance learning
and ultimately overcome the impacts of such difficult events [18]. In
this respect, community-centered technology has proved handy in
responding to the COVID-19 emergency, not only supporting com-
munities with technological solutions [2, 4], but also enabling and
enhancing collaboration and networking within communities [9].
This is even more relevant in the school context, where peer sup-
port and collaboration are vital to the success of learning, especially
when learning is happening remotely [13, 17].

1.1 Playful education in times of crisis
The COVID-19 emergency has made educational institutions world-
wide go from onsite/offline to online teaching. This crisis has re-
quired school institutions, some of them reluctant to change, to
accept modern technology and change their educational approach.
However, many problems and challenges are associated with online
teaching and learning [1, 6, 15]. Online learning implementation
requires robust platforms, reliable internet access, and working
devices for teachers and students, which often cannot be given for
granted [1, 13]. Many different technologies are available for online
education - such as video conferencing tools, online whiteboards,
productivity software; yet, all require specific expertise and provide
technical and pedagogical challenges to their user at multiple levels
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(teachers, students, and families alike) [6, 17]. Especially for younger
students, online teaching can be perceived as boring and disengag-
ing [6]. Moreover, online learning requires specific skills such as
basic digital literacy, effective time-management, persistence, and
independence above all [1, 6, 13]. Major barriers for online learn-
ing as perceived by students are the lack of community and social
connection, technical problems, and difficulties in understanding
instructional goals [15]. Given these reasons and considering the
current emergency situation, online learning might inhibit the so-
cial experience offered by onsite activities and ultimately widening
educational inequalities [1, 13].

In Italy, the first European country hit by the pandemic and
where this study took place, schools and universities closed on the
5th of March 2020 and implemented distance learning for the rest
of the 2019/2020 school year. It is important to note that in Italy
the school closure was part of a government decree that essentially
prohibited all movements of people within the whole territory and
the closure of all non-essential business activities. While school
closures present an effective solution to enforce social distancing
and thus limiting the spreading of the pandemic, prolonged clo-
sures tend to have a disproportionately negative impact on students
[12]. Out of school, students have fewer learning opportunities and
chances to socialize, while parents may face greater challenges in
balancing work and family duties when their support in home-
schooling is required. In this respect, technology might represent
an effective means for supporting community engagement and
communication [1, 6, 9].

Generally speaking, research shows that the Italian school sys-
tem demonstrated a reasonable maturity and robustness in terms
of technological infrastructure [10]. Nevertheless, some teachers
tended to use technologies to reproduce traditional transmissive
teaching dynamics [10], showing a certain reluctance or inability to
adapt their teaching approaches to the new conditions of learning.
Moreover, the emergency affected also students’ lifestyle: daily rou-
tines changed during the quarantine, and children spent more time
using screens, less time doing physical activity, and sleeping more
hours [16]. Parents reported a number of negative psychological
effects on their children, such as increased boredom, irritability,
restlessness, nervousness, and feelings of loneliness [16]. To mit-
igate these negative effects, the school community has enacted
strategies to cope with the new situations, rethinking their prac-
tice and stimulating innovation [7]. These new practices include
also innovative approaches to teaching, such as the use of playful
and gameful education. In this respect, playful education can be a
valuable support to face the challenges imposed by the COVID-19
emergency. Recent meta-reviews [3, 11] pointed out the ability of
gamification to motivate students to perform learning tasks, fulfil
their need for recognition, and provide relevant feedback on their
individual or group work. However, the majority of studies inves-
tigate the application of gamification in formal education, mainly
considering in-class settings. In this paper, we present an experience
with a gamified system originally developed for in-class activities
related to sustainable mobility and then converted to online use
when students were forced to attend school remotely because of
the COVID-19 pandemic. Through the evaluation conducted at the
end of the school year, we investigated the efficacy of the adapted
version of the system in promoting family and school community

engagement and how its perception and use changed with respect
to the previous in-class setting during the health emergency.

2 KIDS GO GREEN: PLAYFUL EDUCATION
AND SUSTAINABLE MOBILITY

Kids Go Green (https://kidsgogreen.eu/en/) is a web-based platform
designed for children (aged 6-14) that promotes sustainable and
active mobility by transforming school commuting and daily trips
into an educational and playful collective experience, involving
the entire school community (children, teachers, and families) in a
gameful educational journey. In the original version of the platform,
sustainable kilometers made by each child on their home-school
trips (e.g., on foot, by bike, with the school bus) contribute to the
progress of the whole class on a virtual educational journey to
places in the real world that is personalized according to the group
interests and capabilities [8, 14]. As the journey progresses, a digital
map shows the accomplishments of the class and the arrival to
intermediate stops (see Figure 1). The platform supports teachers
to plan the thematic journey and associate multimedia educational
material to each stop, making each achievement an opportunity for
in-class learning. Moreover, the platform includes mechanisms to
dynamically adjust and calibrate the game parameters, providing
class-level and school-level challenges for sustaining participants’
motivation. Since 2016, Kids Go Green has been used by more
than 2900 students in 27 school communities in Italy to encourage
students and families to adopt more sustainable solutions in home-
school trips. During the years, Kids Go Green demonstrated a strong
impact in terms of increased awareness by the children and their
families on the mobility habits also beyond the conclusion of the
trials, confirming a significant impact of the initiative in promoting
a collective change towards more sustainable mobility habits [14].

2.1 From sustainable mobility to good deeds
Kids Go Green was used by 17 schools in Italy (950 students aged
from 7 to 12) when the COVID-19 emergency started to spread in
Europe. The health emergency hit Italy particularly hard, leading
the Italian government to order the closure of all schools nation-
wide in March 2020 for the remaining school year to contain the
virus outbreak. In this scenario, Kids Go Green has been adapted
by revising its main game metaphor to become a way to support
distance learning in the new context.

After an initial suspension of a few weeks, several teachers ex-
pressed their willingness and need to use Kids Go Green as a sup-
porting tool for distance learning. Among the main reasons support-
ing this choice we can highlight (i) the serious difficulties teachers
experienced in keeping the group relationships of their classes
alive and effectively manage distant learning; (ii) the significant
fatigue expressed by families in keeping their children interested
and motivated in distance learning activities during the lockdown
period. Consequently, the Kids Go Green project team decided to
co-design and develop some extensions to the platform that could
be exploited by the school community in this new and complex
educational and social context. The first line of action concerned the
adjustment of the game modes and tools to support its operations
also during remote teaching. In particular, together with teachers,
we co-designed and developed new approaches that allow pupils to
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Figure 1: Screenshots from Kids Go Green application. World map and virtual journey (left) and form for reporting the "good
deeds" performed by the children (right).

advance as a group in the Kids Go Green game reporting the "good
deeds" performed at home.

The original platform encouraged students to report the sustain-
able distances made on their trips from home to school (e.g., on foot,
by walking bus, by bike) - the so-called "green distances" - which
then would be spent to advance in a virtual educational journey
(Figure 1, left). The first element subject to the intervention had to
concern the advancement modality of children in the virtual jour-
neys. Since during the school closure, home-school trips were no
longer an option, the gaining of virtual points was associated with
a series of "good deeds" that students could carry out at home. Sim-
ilarly to the "green distances", these points would then be summed
up to allow the entire class to progress in the virtual journey and
to unlock the multimedia materials to be used by the teachers in
their distance learning activities.

The good deeds, identified by the project team together with
teachers, covered a number of areas and were selected for valuing
self-esteem, responsibility, independence and active commitment
in children. Specifically, they were categorized as: Learn (e.g. doing
the homework, following online lessons), Play (e.g. playing games,
practicing exercise activities, dancing), Explore (e.g. watching a
documentary, making a science experiment), Help out (e.g. helping
out in recycling the waste, cleaning up), Read&Write (e.g. read-
ing a story, writing a diary entry, writing to a friend), Take care
(e.g. watering plants, taking care of pets) and Make (e.g. drawing,
composing a song, acting).

The adapted version included also changes in the way students
could report their contributions to the virtual journey. In the origi-
nal version of Kids Go Green, during the first lecture of the morning,
students together with the teacher collectively filled a form using an
interactive whiteboard by specifying how they reached the school
that day and reporting the "green distances" travelled. Conversely,
during the school closure, students were asked to record the actions
carried out day by day by filling a form through two alternative
methods: on a paper form sent weekly to the teachers as picture
attachment via email or WhatsApp, or on an online form accessible
through PCs, tablets, or smartphones (Figure 1, right). Students

were free to fill in the form whenever they wanted but, compared
to the original method, the activity was mainly individual and asyn-
chronous. Similarly to the original platform, the good deeds were
used by the class to advance in the virtual journey created by their
teachers. Each virtual journey included a number of different stops
and at each stop a different set of multimedia resources (including
videos, documents and activities) were unlocked and presented to
the class.

3 THE STUDY: KIDS GO GREEN DURING
LOCKDOWN

Since the school year 2019-2020was severely affected by the COVID-
19 pandemic, the "standard" evaluation of Kids Go Green that has
been carried out over the past years was revised to meet the new
requirements and operational context. The evaluation aimed at
exploring how children and their families experienced the new
modalities implemented in the "good deeds" version of the Kids Go
Green campaign also with respect to the previous version based
on sustainable mobility. Specifically, we aimed at exploring three
main topics: (1) children’s engagement in the Kids Go Green cam-
paign, their understanding and use of the different gamification
mechanisms for collecting points, and their suggestion for future
improvements; (2) parents’ engagement in the initiative and how
they perceive the motivation and involvement of their child(ren)
before and during the lockdown period; (3) teachers’ motivation,
satisfaction, and perception of the Kids Go Green initiative and its
implementation.

3.1 Methodology and Data Collection
The evaluation utilized a mixed-method approach. Quantitative
data, collected via the questionnaires and the analysis of the log
files, enabled us to collect information on the perceived value of
Kids Go Green and the actual use of the platform. Qualitative data,
collected via open-ended questions in the surveys and from the
workshops, enabled us to obtain an in-depth understanding of the
users’ experience of the platform before and during the school
closure.
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For primary schools, questionnaires were digitally administered
to 84 families involved in the project. The questionnaire was di-
vided in two parts: a section for parents and a dedicated section for
primary school children to be filled out by the children themselves
with the assistance of their parents (if needed). Some questions
were left open to allow respondents to better explain their prefer-
ences or leave comments. Questions for parents investigated their
knowledge and interest about Kids Go Green, while questions for
children investigated their experience, exploring what they liked
the most and the least of Kids Go Green in general.

For middle schools, questionnaires were administered to 69 mid-
dle school students involved in the project. Open-questions for
middle school students revolved around: what students liked the
most and the least of Kids Go Green in general; if and why their
level of engagement had changed when the "good deeds" version
was introduced; what features they liked the most comparing the
two versions and why; and suggestions for improvements. These
personal pieces of text have been analyzed through Thematic Analy-
sis [5]. In addition to the survey, an online workshop was organized
to explore how students perceived the change between the two
modalities and how they compared the two experiences. The work-
shop involved two classes with a total of 28 students (16 F, 12 M,
11-12 years old) and two teachers, who participated on a volun-
tary basis during the class hours. After an initial presentation of
the workshop’s topics to all the participants by three researchers,
students were divided by their teachers into three different groups.
Each researcher was assigned to a group of 9-10 children, while the
two teachers could freely move across each online meeting room.
During the workshop students were engaged in an open discus-
sion facilitated by the use of a collaborative whiteboard (Google
Jamboard) for reporting their experience with the initiative and for
comparing the two versions of the platform.

Finally, we administered a dedicated questionnaire to 7 teachers
involved in the initiative (4 primary school teachers and 3 middle
school teachers) in order to explore their opinions about the use of
Kids Go Green in the two versions, before and after the lockdown.

In the following sections, we present the outcomes of this eval-
uation, starting with the analysis of the logs and then reporting
results from the perspective of parents, students and teachers.

4 RESULTS
4.1 Log Analysis
In the period from the national lockdown (March 2020) to the end
of the school year (June 2020), 15 classes and 275 students took part
in the Kids Go Green "good deeds" initiative. A total of 8 virtual
journeys have been created with an average number of 10 stops for
each journey (for a total of 84 stops). During the initiative, students
reported a total of 12.533 good deeds. Specifically, the number and
percentage of good deeds performed in each categorywere as follow
(in descending order): Learn (2378, 19%), Play (2360, 18.8%), Help
out (2204, 17.6%), Read&Write (1828, 14.6%), Take care (1404, 11.2%),
Make (1321, 10.5%), Explore (1040, 8.3%).

4.2 Parents’ perspective
At the end of the school year 2019/2020, most families were aware
of the Kids Go Green initiative: 66% (56 out of 84 respondents) of
parents reported to have a very high (36%) or high (30%) knowl-
edge of the initiative. 29% reported to have a moderate knowledge,
while 5% and 1% reported low or very low scores respectively. Fur-
thermore, parents’ satisfaction with the Kids Go Green initiative
was very high (30%) or high (41%) in the majority of cases (71%),
confirming what has been observed in previous editions [14]. In
Figure 2, we present parents’ perception of the influence that the
Kids Go Green initiative had on their children. Parents perceived a
positive influence in all investigated aspects. The highest positive
influence was observed in encouraging students to do "good deeds”
at home (post-lockdown version) (52% of responses on the higher
end of the scale, i.e. "Extremely" and "Very much"), in promoting
sustainable mobility habits (pre-lockdown version) (61%), and in
its didactic value, both in terms of ensuring continuity of didactic
activities (53%) and facilitating innovation in didactic (52%). Kids
Go Green impact was perceived to be very relevant also for children

Figure 2: Parents survey - Positive influence of Kids Go Green.
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Figure 3: Children survey - Appreciation of different activities: pre-lockdown experience (left) and post-lockdown experience
(right)

acquisition of digital competencies (50%), student collaboration and
cooperation (49%), student inclusion (45%), and for maintaining
class-level relationships (45%). Some comments by parents in the
open questions support these findings: "Now my child is much more
careful about recycling, whereas he did not care at all before", "My
child is much more motivated to help in the housework", "She has been
very careful to the small things like diminishing the use of plastic,
keeping everything tidy, and helping in the housework".

To compare the two versions of Kids Go Green, we asked parents
whether they perceived a change in the motivation of their child in
participating in the initiative. Themajority of parents (56%) reported
that they perceived an increase in motivation of their child with
Kids Go Green "good deeds" while only 10% reported a decrease
(for 23% the motivation remained unchanged, 11% cannot say). Par-
ents’ perception of the increased motivation probably relates to the
reported easiness of use of the "good deeds" version by children ("It
is easier for the children to manage autonomously with the good deeds
version"). Nevertheless, besides its good performance in keeping
children motivated and stimulated about the topic of sustainability
at home, the adapted platform is perceived to be less engaging than
the sustainable mobility version because of the lonely condition
when doing the tasks and enjoying the contents ("The collaboration
with school mates made Kids Go Green sustainability more engaging";
"It looked like children were not pursuing a common goal. Therefore,
even if in practice they kept doing the good deeds, they lost interest in
reporting them online. Reporting everybody’s contribution in class has
for sure an added value"; "Counting kilometers in the sustainability
version is more immediate and engaging because the children do it
all together").

4.3 Primary and middle school students’
perspective

The second section of the questionnaire had to be completed by
the children themselves (n=153 of which 84 primary school, 69
middle school). The items of this part of the questionnaire aimed to
evaluate and compare the children’s experience with Kids Go Green
in its two versions: pre- and post-lockdown.We report the results in
Figure 3 (left), for the original pre-lockdown Kids Go Green version,
and in Figure 3 (right), for the "good deeds" post-lockdown version.

Despite the parents’ perception, it emerged that children, al-
though appreciating both versions, reported more involvement in
the original pre-lockdown version of Kids Go Green. In particular,
they enjoyed more filling in the daily mobility journal than the
"good deeds" form (Wilcoxon signed test: W= 2730, p <.001). They
preferred observing the progress on the journey in class instead
of following it from home (W= 4436, p <.001), as well as discover-
ing (W= 1400, p <.001) and enjoying (W= 1980, p <.001) unlocked
multimedia content with their schoolmates instead of unlocking
them while being at home. No significant differences were observed
between contributing by adopting sustainable mobility habits than
by doing good deeds at home.

The analysis of the open ended questions and results from the
workshop revealed that children did not like the repetitiveness and
redundancy in the interaction with the "good deeds” version of
Kids Go Green: "I did not like the daily journal because the goals
were always the same"; "I did not like the fact that in ’good deeds’ we
need to fill in the journal everyday with the same actions and there
is no way to add a personalized deed... so after a while it became
repetitive and boring". Some of the criticisms related to the loneliness
of the interaction rather than to some lack in the interface and so
were caused by the situation of being forced to stay at home and not
to be physically with their school friends: "to watch the videos on my
own, to make the roll call on my own..."; "I do not like as much doing
it from home, but still, I enjoy it".

4.4 Teachers’ perspective
Teachers who responded to the questionnaire (n=7) were generally
satisfied with their experience with both versions of Kids Go Green
(n=4 "a lot", 1 "very much", and 2 "quite a bit"). All teachers think
that Kids Go Green helped them in bringing innovation in the
didactic activity (2 "a lot", 4 "very much" and 1 "quite a bit") and
contributed in promoting students’ development of digital skills
(1 "a lot", 5 "very much" and 1 "quite a bit"). They also perceive
a positive impact with respect to their own digital competencies
(1 "a lot", 4 "very much", 1 "quite a bit" and 1 "a little"), and on
students’ inclusion (2 "a lot", 3 "very much", 1 "quite a bit" and 1
"a little") and class relationships (1 "a lot", 1 "very much" and 5
"quite a bit"). A positive but more limited impact is perceived also
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in terms of students’ behavior (1 "a lot", 1 "very much" and 5 "quite
a bit") and didactic continuity (1 "a lot", 1 "very much" and 5 "quite
a bit"). Considering teachers’ experience when switching to the
"good deeds" version of Kids Go Green, teachers reported that Kids
Go Green has motivated students during the national lockdown (1
"a lot", 4 "very much" and 2 "quite a bit"). They also reported how
Kids Go Green supported the organization of distance learning (1
"a lot", 4 "very much", 1 "quite a bit" and 1 "a little"), promoting
continuity in didactic activities (1 "a lot", 4 "very much", 1 "quite
a bit" and 1 "a little"), and contributing to maintain relationships
among students (1 "a lot", 4 "very much", 1 "quite a bit" and 1 "a
little").

Concerning the perceived change in terms of motivation, com-
paring the two versions of Kids Go Green, teachers reported mixed
views: 3 teachers reported that students’ motivation increased with
Kids Go Green "good deeds", while other 3 said that the motivation
diminished (one teacher did not report any change). This difference
in the teachers’ experience is also reported in terms of the capa-
bility of Kids Go Green "good deeds" to involve a lower number
of students than the traditional version (reported by 3 of them).
Analysis of the open questions revealed that during distance learn-
ing several students were "difficult to reach or not reachable at all".
Teachers reported that for some students distance learning and
online activities constituted a barrier to their engagement in all
didactic activities, including the Kids Go Green initiative.

5 DISCUSSION
In this study, we evaluated how students, parents, and teachers
perceived two versions of the Kids Go Green platform through a
mixed-method approach and we learned aspects that worked well
and those that failed to reach their potential.

The first positive aspect was the process of adaptation to the
new educational and social context in response to the health emer-
gency. The Kids Go Green "good deeds" version, that was rapidly
co-designed with teachers during the first weeks of the national
lockdown, successfully provided an additional instrument for sup-
porting distance learning and making online activities more en-
gaging for students. The fact that both teachers and students were
already acquainted with the platform played an important role in
reducing the friction that characterise the adoption of new teaching
instruments and communication modalities in the school setting.
The other positive aspect was the involvement and satisfaction of
families, who became important stakeholders of the school commu-
nity during the lockdown period. Parents increased their awareness
about Kids Go Green and reported a positive influence of the plat-
form in encouraging their children to perform "good deeds" at
home. It is interesting to note that all seven types of good deeds
were reported by students in a similar amount, meaning there was
a good balance between all types of good actions.

More nuanced results are those related to students’ motivation
in using the adapted version. Parents reported an increase in their
children’s motivation, but it should be mentioned that they were
less aware of how their children used Kids Go Green when the activ-
ity was carried out in class, while they became more involved with
the introduction of the good deeds. Students generally reported to
be less engaged in the "good deeds" version. In this case, it is worth

noticing that most of the students’ comments collected through
the questionnaires and the workshops referred to the extremely
difficult situation of distance learning against which even an appre-
ciated platform could not eliminate the lack of physical contact with
their schoolmates that characterized the lockdown period [13, 17].
Teachers provided a third point of view concerning students’ mo-
tivation and their use of the platform: almost half of the teachers
claimed the motivation increased while the other half claimed it
decreased. However, their answers to the open questions point to
the fact that some students were unreachable during lockdown and
this was independent of the communication means but was due to
general barriers to distance learning.

The results also provide insights on aspects that can be improved
to better support student engagement and involvement while being
at home, including personalization and different ways for promot-
ing children’s active role when interacting with the platform [18].
Students reported how the platform was more engaging when they
were at school than while being at home. More precisely, several
aspects of the experience changed between the two versions and
could be further improved in the "good deeds" version such as
the reporting of the good actions, the advancement on the map
and the fruition of the educational material. The reporting of good
deeds was made available via a Google form because it was faster
to implement under time pressure. However, it allowed report-
ing the good deeds only by checking a "Done!" flag under one of
the seven generic categories of good deeds. Students expressed
the lack of a free text field for describing in more detail the good
deed made, showing the willingness to better describe or docu-
ment their activities. With a more detailed description of the good
deeds, it is possible for classmates to take inspiration from oth-
ers’ deeds and for the teachers to start discussions with the whole
class.

In general, the reduced student motivation with the "good deeds"
version can be explained by the general social isolation that students
experienced during the lockdown [13, 17]. Before the lockdown,
the Kids Go Green activities took place in the class where all the
students were physically present while the adapted version had to
be used from home. However, there are still some opportunities for
further increasing the sense of belonging and shared presence. For
example, the advancement of the virtual journey on the map, that
now is represented asynchronously, can be made synchronous and
experienced in groups. Similarly, reaching a stop in the journey
and unlocking the educational content can be made synchronous
to support a shared and collective experience among classmates.
Moreover, as already suggested above, also seeing the good deeds
performed by classmates since the last lesson could be a shared
activity to foster discussion and mutual inspiration.

In conclusion, the main suggestion that emerged from this eval-
uation is to enhance the functionalities of the platform in order to
improve the sense of shared presence and collective actions that
are typical when students are in presence at school but that is what
lacked when students were remotely connected from their houses.
This is relevant also in view of possible future school closures or
for hybrid learning strategies (i.e., alternation of face-to-face and
remote teaching).
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6 CONCLUSION AND FUTUREWORK
With this work, we present a case study of the adaptation of a play-
ful education platform (Kids GoGreen) from in-class to online usage.
The platform was originally conceived for motivating students in
reaching school with sustainable transportation means. Then, fol-
lowing the school closures and the massive adoption of distance
education caused by the 2020 COVID-19 health emergency, the
platform was adapted to accommodate the new situation by invit-
ing students to perform good deeds at home. The evaluation of the
adapted platform has shown overall good results in providing a pos-
itive experience to all members of the school community (students,
teachers, parents) and in keeping them engaged, even though it was
not able to overcome the generalized feeling of isolation. We will
continue investigating this topic also for the school year 2020/2021
and future work will provide a thorough and systematic analysis of
the quantitative and qualitative data we collected. We believe that
exploring how educational platforms can be made flexible and be
adapted to hybrid learning approaches that combine remote and
in classroom learning is useful to support activities during school
reopening and in preparation for potential resurgence.

Moreover, this hybrid way to interact and collaborate at school
over a distance may be useful also in other situations, not only in
the context of emergency teaching. For example, to connect classes
with students who cannot attend school for a certain period of time
because of health issues or to promote collaborations between dif-
ferent schools, such as in school twinning and partnership projects
between institutes.
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SELECTION AND PARTICIPATION OF
CHILDREN
Children and their parents responded to the questionnaire on a
voluntary basis and the questionnaire was anonymous. The family
questionnaire included a section for parents and a dedicated section
for their children. The questionnaire for middle school students was
administered by their teachers. Theworkshopwas scheduled during
the participants’ school day together with their class teachers as
part of their regular teaching. Teachers were also allowed to attend
the whole activity session.
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