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BIG GAME — ASSOCIATED PARTNER INFORMATION

Please fill in the list below with the information on the Associated Partner:

Name of the organisation Virtual Campus Lda

Type of Institution SME

City Maia - Porto

Country Portugal

Web-Site https://virtual-campus.eu
Name of contact person Carlos Vaz de Carvalho

Email of Contact Person manager@virtual-campus.eu

Please provide a brief description of the organization:

Virtual Campus is a development, training and consulting SME in the areas of Technology
Enhanced Learning, Serious Games and Information Systemes. Its vision is to actively promote the
development of the Knowledge Society by supporting public and private entities in designing and
developing strategies and projects that lead to increased societal benefits, always through the
use of digital environments for Education and Training. Located in Porto, North of Portugal,
Virtual Campus has strong partnerships with various Universities and Companies in the region
and has successfully partnered with Local and Regional Authorities, enterprise associations and
specialized companies. In fact, Virtual Campus is a spin-off from the research and work developed
at the R&D group GILT, from the Instituto Superior de Engenharia do Porto. Virtual Campus staff
forms a multidisciplinary team with academic backgrounds in different areas, allying knowledge
and skills from International Relations, Programming, and Design.

Virtual Campus has successfully produced multimedia e-learning content for different platforms
(mobile, web, desktop/laptop), in different environments (online, standalone) for various
purposes (vocational training, emergency services, higher education, secondary education) and
in different scopes (R&D&I projects, client contracts). In this context, VC has developed a wide
range of products, which essentially fall into four categories: games, learning apps, learning
content and web platforms. In the first and second categories, VC has launched several games
and learning and training apps for distinct target groups, such as LOEL (for Emotional Intelligence
in Teenagers), Transform@ (entrepreneurship skill development), Examinator (Secondary
Education Students), Geoquizz (all ages), Chemdrops (Secondary Education Students), Globall
Manager (a game for SME managers and higher education students), eCity (a game for
engineering students), UISEL (game for developing the digital literacy of senior citizens), and
PARENTNETS (game for parents on preventing risks on social networks and internet). VC is also
one of the leaders of SEGAN, the Serious Game Network, a European group of practitioners and
experts in Serious Games.
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Another of Virtual Campus’s main fields of action is the development of educational content and
platforms. As an example, one can mention that the company has extensive experience in terms
of the design and creation of MOOCs (Massive Open Online Courses). VC (through Carlos Vaz de
Carvalho) has led the production of the MOOC on Serious Games Design and Development that
reached 13.000 students. VC produces MOOCs for different fields, such as leather, footwear and
furnishing industries, health and active life, and different educational levels and contexts,
therefore reaching a wide range of target groups, namely managers, professionals, formal and
informal caregivers, adult and VET learners and educators, high school and higher education
students and teachers, within other stakeholders. In total, Virtual Campus has participated in the
development of more than 10 MOOCs, which counted with the participation of more than 2.500
students, and is currently involved in the creation of several other courses. Virtual Campus has
also developed other educational platforms, such as ADLES, aiming at promoting the use of Active
Learning especially PBL), and PeerCare, a project targeting informal caregivers. Currently, the
company is developing DeSTRESS, a vocational and professional training platform, relying on
gamification to raise awareness about and mitigate the dangers of workplace stress.

Moreover, Virtual Campus has been involved, for more than ten years in the implementation of
European projects in very distinct areas - from industry to health, education, social inclusion and
environmental protection - having experience with designing and submitting proposals for
European and national funding, and with project coordination, management and evaluation.

Please describe how the organisation will contribute to the dissemination and exploitation of the
project results:

Since Virtual Campus has been involved in several projects in different fields - from industry to
health and active life and education in several areas -, VC has the chance to contact a diverse
target group. Directly or indirectly, the company has reached managers and professionals,
trainers and trainees, teachers and students and senior or vulnerable citizens. Given its current
activity, but also its affiliation with various universities and companies in the northern region of
Portugal - propelled by its connection with the R&D group GILT, from the Instituto Superior de
Engenharia do Porto - and its previous partnership with Local and Regional Authorities, enterprise
associations and specialized companies, Virtual Campus holds the ability to establish a rich
network of interested parties, and therefore of reaching a significant impact and guaranteeing a
substantial group of end-users for its products and services. The company's membership to
SEGAN, the Serious Game Network (a European group of practitioners and experts in Serious
Games), also enhances impact possibilities. Using all these local, regional and international
connections, Virtual Campus will ensure that the project has a practical and real impact and that
the target groups are located and benefit from the results developed.

Since Virtual Campus has close relations to Porto and the north region, it has the possibility of
establishing contact with local/national press, radio and tv broadcast channels, namely:

- Porto Canal

- Jornal de Noticias

- Antenal
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Moreover, and in order to complement the community dissemination of the project, Virtual
Campus intends to make use of international journals and conferences, especially for a for
scientific and technical dissemination of e-learning. Particularly, the company plans to submit
work to the following journal/conferences:
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EDUCON
CISTI
CSEDU
RISTI

IEEE RITA
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