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Preface



Nowadays,thechangingworldisimposingonusacceleratedupdatingtrendsthathaveafullimpactboth
onourpersonalandprofessionalspheres.Undoubtedly,thesetrendsalsoaffecttheeducationalfield,from
earlyeducationalstagestothehighestlevelsoftheacademicsystem.Consequently,thedemocratization
anduniversalizationofthelearningandteachingprocesshaveinvolvedmovingthecenterofpowerand
attentiontootheragents,contextsandmeansthatarenolongertheteacher,theschoolandformallearning.
Asaresultofthesetransformation,duringthelastdecades,spontaneity,experimentation,inquiry,and
individualandshareddiscoveryhavebeentakingtheleadandgivingrisetoeducationalmethodologies
focusedonmeaningfullearning(Ausubel,1963),discoverylearning(Bruner,1961),service-learning
(Furco,1996)orproblem-basedlearning(Barrows,1996),tonamebutafew.Itiswithintheframework
ofthesedisruptivescenariosofindividualbuildingofknowledgeandsocialconstructionofsciencethat
allthesemethodologicaladvancesareframed.

Ontheotherhand,it isundoubtablethat therelentlessadvanceoftechnologyisshapingtoday’s
society,inwhicheveryonecanhaveaccesstoaworldofpossibilities,cultureandinformationbysim-
plybytakingtheirmobilephonesoutoftheirpockets(Lipovetsky&Serroy,2007;Rifkin,2001).As
aresult,thecontinuousdevelopmentofInformationandCommunicationTechnologies(ICTs)greatly
diversifypedagogicaltoolsandestablishcyclicalpatternsofrupturethatforceteachingprofessionals
tocontinuallyupdatethemselves.Thesedemandsgofarbeyondofbecomingfamiliarwithnewinterac-
tionformatsandtypologiesofactivities.Theyentailawarenessoftheframeworkoffundamentalsand
thetrainingpotential,basedonempiricalevidence,ofthedisruptivemethodologiesthatarebursting
intotheeducationalfield.Therefore,thereisaremarkableneedtomakesenseofthepedagogicaland
methodologicalinnovationsandtobeawareoftheiradvantagesanddisadvantages.Tomeetthisaim,it
isessentialtocountoncontrastedresearchresultswhichallowtoincorporatecreativewaysoflearning
assessmentinitsconceptual,procedural,andattitudinalfacets.

Inaddition,itisimportanttonotethattoday,out-of-schoolandnon-formallearningspaces(Eshach,
2007)−suchasmuseums,scienceparks,sportsandmusicclubsorinformalvirtualspaces,amongothers
−aregaininggroundandmanyoftheirworkmethodologiesareoftentransferredtoformaleducational
institutionsasinnovationsthatareinlinewiththeinterests,digitalskillsandtechnologicalhabitsofthe
newgenerations.Moreover,thesespacesallowforco-generativethinkingmodels,providingalternative
pathsforintellectualdevelopmentandpromotingmultipleintelligences,collaborativevalues,inclusive
andsustainablebehaviors,andlocalandglobalsolidaritywhilefosteringlifelonglearning(Braund&
Reiss,2006;Eshach,2007).Therefore,itisimportantforeducators,trainersandalltheactorsinvolved
ineducationnottoignoretheserenewedandtransgressivescenariosastheyprovidevaluableopportuni-
tiesforeducationalupdating.
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Atthispoint,itisimportanttodefinewhatitisunderstoodforinnovationanddisruptiveinnovation.
Ontheonehand,innovationisdefinedasthesuccessfulexploitationofnewideas(DelMoralPérez&
FérnandezGarcía,2015),whereasdisruptiveinnovationisaimedonchallengingwhathasbeenprevi-
ouslyestablished(Christensenetal.,2015).Focusedon theeducational field,disruptive innovation
meanschallengingandredefining traditionalmethodologies (Cobo,2016).Consequently,disruptive
pedagogiesfrequentlyinvolvechangingtherolesofteachersandstudents,theeffectiveimplementation
ofICTsandthepromotionoftransversalskillssuchascollaboration,criticalthinkingandcreativity,
amongothers(Burdenetal.,2019).Tosummarize,disruptiveinnovationineducationshouldimplythe
designofnewstudent-centeredteachingmethodologies,farfromtraditionalmethods,greatlysupported
byICTsandencouragingstudentstoacquireanddeveloptransversalskills(Díaz-Millónetal.,2020).

Inthisregard,accordingtotheTuningEducationalStructuresinEuropeproject(González&Wagenaar,
Eds.2003),transversalskillsinvolvetheacquisitionofcross-disciplinaryskillsduringtheteachingand
learningprocess.Asaresult,fosteringtransversalskills,suchasthoserecentlymentioned,willallow
studentstoacquirecompetenciesthatwouldbeofgreatusefortheirfuture,specially,whenitcomesto
accessalabormarket,whichisinconstantchangeanddemandforcontinuousupdatingandadaptation.
Nevertheless,despitetheirparamountimportance,transversalskillshaveoftenasecondaryroleinthe
schoolcurriculum(Olvera-Loboetal.,2018).Toovercomethissituation,giventhatfosteringtransversal
skillsrequiresmethodologiesandassessmentprocessesfocusednotonlyonthedevelopmentofafinal
product,butonthewholeprocessinvolved,disruptivemethodologiesprofilethemselvesasagreatally
tomeetthisaim(Hansen-Schirraetal.,2017).

Inthelightofthepreviouslydescribedscenario,thepurposeofthisbookistoprovidepracticalskills
thatcontributetomodernize,updateandpromotetheprofessionaldevelopmentofeducators,teachers,
trainers,academicandresearcherswithinthedifferentlevelsoftheeducationalsystem.

TARGET AUDIENCE OF THE BOOK

Theexperiencesshowninthedifferentchaptersofthismanualillustrateinaveryclarifyingwaythe
advancesofinnovationandresearchintheuseofdisruptivemethodologiesappliedtomultipletopics
andlearningecosystems.

Thisbookdealswithagreatvarietyoftopicsrevolvingaroundtransversalskillsanddisruptivemeth-
odologies,withaspecialfocusongame-basemethodologies,morespecifically,educationalescaperooms.
Giventheinformationcontainedinthisbook,itstargetaudienceiscomposedofacademics,professionals
andresearchersworkingatalllevelsintheeducationalfieldwhoaimtoovercometraditionalparadigms’
obstaclesandmeetstudents’needsbymeansofimplementinginnovativeanddisruptivetechnologies.

BOOK OUTLINE

Thisbookiscomposedby21chaptersorganizedintofourbroadsections.Thefirstsection,“Approaching
DisruptiveMethodologies,”iscomposedbytwochapters.Thissectionaimstoofferageneraloverview
ofdisruptivemethodologiesineducation.

Chapter1,“TeachersUsingDisruptiveMethodologiesinTeachingandLearningtoFosterLearner
Skills:Technological,Pedagogical.andContentKnowledge,”introducesaprojectwhichinvestigates
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inwhatwaysteachersareusingdisruptivemethodologiesinteachingandlearningtofosterlearners’
transversalskillsandprovidesreaderswithanoverviewoftheTechnological,PedagogicalandContent
Knowledge(TPACK)frameworkforteachers.

Chapter2,“DisruptiveUnicornofDigitalInnovations:AChallengeforUniversityProfessors,”ana-
lyzessixofthemostimportantdisruptiveinnovations.Tothisaim,theauthorexplorestheperceptions
ofundergraduatestudentsconcerningtheseinnovationsandtheriskstheycouldgeneratewithregardto
ethicsandbusinesspowershiftsintheworld.Thischapterremarkstheimportanceoftransversalskills
suchascriticalthinkingwhenitcomestodisruptiveinnovationsintheeducationalfield.

Thesecondsection,“DisruptiveMethodologiesinPractice:LearningCommunities,TaskandGame-
BasedLearning,”includesfivechapters,dealingwithdisruptivemethodologies,inparticular,Learning
Communities,task-basedlearning,gamificationandgame-basedlearning.

Chapter3,“ImplementingLearningCommunitiesinaMedicalSchool:HowWeBuilt,Executed,
andEmbracedaNewModelforMedicalEducation,”dealswiththeimplementationofLearningCom-
munitiesinundergraduatemedicaleducation.Theauthorsexplorethetechnicalaspects,thechallenges
andsolutionsofthemodelandreflectonthelearningexperiencesgainedduringmorethansixyears
sincethemodelimplementation.Itisimportanttonotethattheapproachproposedbytheauthorspro-
moteinteractionamongtheeducationalagentsinvolvedandithasapositiveimpactonthepersonaland
professionaldevelopmentofthestudents.

Chapter4,“TranscreationandCreativityinHigherEducation:ATask-BasedLearningExperiencein
theUndergraduateProgramofTranslationandInterpreting,”exploresnewprofessionalprofileswhich
haverecentlyemergedinthetranslationsector,suchastranscreation.Thechapterpresentsatask-based
learningexperience,aimedatpromotingthetransversalskillsinvolvedinthetranscreationprocess,and
implementedinanundergraduatetranslationcourse.Theempiricalanalysisofthisexperienceshowed
thatitservedstudentstodisplaytransversalskillssuchascreativityordecision-making.

Chapter5,“TheoreticalOverviewoftheGameinEducationandanInnovativeProposalinHigher
Education,”dealswiththegrowingacademicinterestinGameBasedLearning(GBL).Todoso,the
authorpresentsthetheoryandpracticeofseriousgamesandGBLandexploregamificationindepth
bymeansofanalyzingitsmostsignificanttheoreticalfindings,well-knownframeworks,andcurrent
experiencesinhighereducation.Thechapterconcludeswithanillustrativeexampleofadigitalescape
roomimplementedwitheducationundergraduatestudents.

Chapter6,“FosterTransversalSkillsinGame-BasedLearning:ADeepLearningApproach,”examines
therelationshipbetweenfacetsofcognitiveabilitiesandrelevantlearningactivitieswithaspecialfocus
oncognitivearchitectureanddeeplearning,modalityandinformationprocessandcognitiveabilitiesand
levelsofprocessinlearningactivities.Inthissense,theauthorproposesthecognitiveability-learning
matrixanddiscussitstheoreticalandpracticalsignificance.

Chapter7,“MasterchEF:ATalentShow-BasedEducationalProjectfortheTrainingofFuturePhysical
EducationTeachers,”presentsalearningexperiencebasedonafamouscookingTVshowandbuiltusing
activemethodologiesthatturnedstudentsintotheprotagonistofthelearningprocess.Theparticipants
studentshadtofacedifferentchallengesbasedonthecoursecontentswhichpromotedskillssuchas
decisionmakingoremotionalmanagement.

Thethirdsection,“DisruptiveMethodologiesAimedtoSustainableDevelopmentGoals,”iscomposed
bysixchaptersaddressingsuchimportantthemesasclimatechangeandsustainabilityineducationby
meansofdisruptivemethodologies.
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Chapter8,“ActiveMethodologiesinEducationforSustainabilityandDevelopmentofActionSkills,”
isfocusedontheimportanceofactivemethodologiesineducationforsustainabilityinnon-university
levels.Thechapterconceptualizesactivemethodologiesanddescribetheirorigins,evolution,potentiali-
ties,andlimitationsfromtheperspectiveofneuroeducationandconstructivism.

Chapter9,“DisruptiveMethodologiesinEco-Centers:SustainabilityAuditasaToolforDetect-
ingNeedsinParticipatoryProcesses,”explorestheuseofSustainabilityAuditsthroughparticipatory
actionresearchinordertoanalyzethesituationofeducationalcentersinenvironmentalmatters.The
authorsalsoanalyzehowtheseauditscontributetofosterparticipatoryattitudesandbehaviorsamong
thecommunitiesinvolvedfromEarlyChildhoodtoHigherEducation,withaspecialfocusonstudents.

Chapter10,“‘LaVozdelRehén’:AnInterdisciplinaryApproachtotheDevelopmentofCreativity
inPre-ServiceTeacherofPhysicalEducation–TowardsCollectiveLearningModelsforUnlockingthe
SDGs,”describestheinterdisciplinaryprogram,La Voz del Rehén,basedonthesustainabledevelop-
mentgoals.Thisprogramintendstofosterstudents’transversalskillssuchascreativityandtostimulate
learningprocessfromcollectiveinvolvement.

Chapter 11, “Dramatizing theClimateEmergency:ThinkingupNewCulturalMediators inEn-
vironmentalEducation,”presentstheprojectRESCLIMA,whichiscentereduponresearchonsocial
representationsofclimatechange.Duringthechapter,theauthorspresentthestepstakenduringthe
project,whichrangefromthedevelopmentofeducationalactivitiestotheproductionofatheatrical
playandtheaterworkshops.

Chapter12,“Project-BasedLearningaClimateChangeEducationProposalinContextsofInequal-
ityandVulnerability,”presentsaprogramfocusedonclimatechangeeducationinMexicoarticulated
aroundmultidisciplinaryknowledgeonclimatechangeandadaptationandmitigationresponseaction.
Theauthorsdescribethedesign,analysisandresultsofacourseworkshopaswellasfollow-upactions
intheimplementationofclimatechangeeducationpractices.

Chapter13,“EducationalInnovationtoAddressClimateChangeIssues:TheEmergingTrendof
(Online)EscapeRooms,”explorestheapplicationofeducationalescaperoomstoengagestudentsin
theirlearningenvironment.First,theauthorspresentarevisionofliteratureinthisdomainandthenthey
presentacasestudyfocusedonanescaperoomentitledEscape Global Warming,whichintegratesthe
coreconceptsofclimatechangeandglobalwarming.

Finally,thefourthsection,“EducationalEscapeRooms,”includeseightchaptersentirelyfocused
ontheemergingtrendofescaperoomsasaneducationaldisruptivemethodology.Whilethethemeof
escaperoomshasbeenalreadyintroducedinthebook,thissectionexploresindepththiseducational
trendthankstotheeightchaptersincluded,whichpresentdifferentescaperoomsimplementedindiverse
educationallevelsandfields.

Chapter14,“TheUseoftheEscapeRoomasaMethodologyfortheDevelopmentofProfessional
SkillsintheTrainingofFutureTeachers:ActiveMethodologiesandDevelopmentofSkillsinFuture
Teachers,”outlineshowtouseanEscapeRoomasatrainingstrategyfordevelopingsocio-emotional,
sustainableandmulti-intelligenceapproaches.Thischapterillustrateshowthisemergingmethodology
favorsstudents’motivation,theacquisitionofskillsandtheconsolidationoftheoreticalcontents.

Chapter15,“GamificationandEscapeRoomforLearning:APracticalProposalforPrimaryEduca-
tion,”revolvesaroundtheuseofgamificationandEscapeRoomsaseducationalmethodologiestobe
implementedinPrimaryEducation.Toillustratetheimportanceofthesemethodologies,theauthors
proposeaninterventiontargetedatprimaryeducationstudentsandwhosemainaxisisanescaperoom.
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Chapter 16, “Using Escape Rooms to Improve Pre-Service Teachers’ Communicative Skills in
EnglishasaForeignLanguage,”isfocusedontheimplementationofanEscapeRoominthedegreeof
ChildhoodandPrimaryEducation.Fifty-sevenundergraduatestudentsparticipatedintheEscapeRoom,
whichhadbeendesignedbytenofthestudents.Inaddition,theauthordistributedself-administered
questionnairesamongtheparticipantstudentstoanalyzetheirperceptionsaboutusingescaperooms
asalearningresourceandresultsshowedthatthistoolfostersactivelearning,teamwork,socialization,
motivation,andcommunicationskills.

Chapter17,“Physical,HybridandDigitalEscapeRooms:UsingEERGsintheTranslationClass-
roomThroughLiterature,”describesthreestudycasesfocusedonescaperoomsandimplementedinthe
Literatureclassroom.Duringthechapter,theauthoroffersatheoreticalandmethodologicalframework
aboutaffectivepedagogiesanddescribesolutionsandrecommendationsfortheencounteredchallenges
whileimplementingtheescaperooms.

Chapter18,“EscapeWine!AFusionofGame-basedActivitiesfortheVirtualLearningProcessin
Bachelor’sDegreeinEnology,”proposesanonlineactivitytargetedtoundergraduatestudentsofEnol-
ogy.Thisactivityaimedtohelpstudentstocontextualizeconceptsandtostrengthentransversalskillsby
providingthemamotivatingenvironmentwheretheyhadtosolvedifferentriddlesinavirtualplatform.
Thefindingsshowthattheactivityhasagreatpotentialtobeimplementedinvirtuallessons.

Chapter19,“ADigitalEscapeRoomforLearningGeneralPhysicsinHEIs:BuildingtheUniversein
FiveRooms,”sharesanexperienceofdesign,creation,implementation,andevaluationofadigitalescape
roomsaimedatlearningPhysics.Theauthors,fromtheliteraturereviewandthereflectionoftheirown
experience,providepracticaladviceforfuturedesign,implementation,andevaluationofescaperooms.

Chapter20,“DesignandImplementationofanEscapeRoomAbouttheDiscoveryofthePeriodic
Table,”isfocusedonthedescriptionofanescaperoomintendedtocommemoratetheInternationalYear
ofthePeriodicTable,whichwasdesignedtofostertransversalskillssuchasteamworkandcreativity
ofhighschoolstudentsagedfromfifteentoeighteenaswellasundergraduatestudents.Theauthors
explainindetailthemostimportantaspects,suchasriddles,settings,andthestory,tobetakenintoac-
countwhendesigninganEscapeRoom

Chapter21,“ChallengesintheApplicationofEducationalEscapeRoomsintheBrazilianContext,”
presentsastudycarriedoutwithBrazilianhighereducationteachersabouttheuseofeducationales-
caperoomintheclassroom.Theresultsofthestudyoutlinetheimportanceoftheinstitutionalsupport
for teachers to feelcomfortablewhen implementingeducationalescape rooms.During thischapter,
theauthorsprovidevaluableconclusionsabout thebestpracticesconcerning the implementationof
educationalescaperooms.

CONCLUSION

We,aseditors,areawarethatthisbookmayposemorequestionsthananswers,speciallytakinginto
accountthenewchangeofparadigmineducationcausedbytheCOVID-19pandemic.However,itis
importanttoremarkthatthedesireforlearningisanintrinsicfeatureofthehumanbeingswhichisno
subjectedtolimits.Consequently,thechaptersincludedinthepresentvolumeclearlyshowtheadvances
ofinnovationandresearchconcerningdisruptivemethodologies.Asthebookoutlineshows,thecon-
tributionsincludedinthisvolumedescribeagreatrevolutionintheeducationalandacademicfieldand
giveagreattestimonyoftheindividualandcollectiveadvancesintheeducationalsphere.
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Ontheotherhand,throughoutthebook,thechallengesandtheobstaclesposedbytraditionalmeth-
odologiesarealsoillustratedandsolutionsandrecommendationsaresuggestedinordertoovercome
them.Itistruethat,asteachersandeducators,itiseasiertoremaininthecomfortzoneprovidedby
traditionalteachingmethodologiesratherthanbeingexposedtotheuncertaintyoftakinginnovative
paths.However,evenifweareawareoftheimplicitrisks,we,aseditorsandeducators,wouldliketo
encouragethereadersofthepresentvolumetotakeontheseneweducationalexperienceswhichin-
cluded,amongmanyothers,learningcommunities,taskandproblem-basedlearning,simulatedlearning
orgamificationandescaperooms.

Wearesurethattheseapproacheswillalloweducators,teachers,andstudentstoacquirenewinnova-
tiveskillsthatwillmeananaddedvaluetotheteachingandlearningprocess.Moreover,thecompetences
andknowledgeacquiredarenotonlylimitedtoformaleducationandtheclassroom,giventhatthese
methodologiesandtools, ifappliedsuccessfully,alsoallowtotrainbetterprofessionalsandcitizens
whowillbeabletobeagentsofchangetobuildamorerational,creative,sustainable,equitableand
inclusiveworld.

Onanothernote,theeditorsaremembersoftheprojectUNLOCK–CreativityinHigherEducation
Institutionsthroughagamedesignapproach(Ref.612645-EPP-1-2019-1-PT-EPPKA2-KA)coordinated
byMartaFerreiraDias,fromtheUniversityofAveiro.ThisprojectaimstoequipHEIswiththenecessary
knowledge,attitudesandskillstodesign,setandfacilitateescaperoomgamesinlearningexperiences
andstimulateentrepreneurialskillsofbothstudentsandeducators,withtheobjectiveofstrengthening
employability,creativityandnewcareerpaths.

Ourworkwithintheframeworkoftheprojectservedasmotivationforustoundertaketheeditionof
thisvolumeinwhichmanydifferentacademicandprofessionalbackgroundsconverge.

Finally,we,aseditorsofthebook,hopethatthereadersofthisvolumewilldelightinthereflections
andexperiencessharedthroughoutthetwenty-onechaptersasmuchaswehaveenjoyedandlearned
duringtheeditingprocess.

Irene Rivera-Trigueros
University of Granada, Spain

Abigail López-Alcarria
University of Granada, Spain

Diego-Pablo Ruiz-Padillo
University of Granada, Spain

María-Dolores Olvera-Lobo
University of Granada, Spain

José Gutiérrez-Pérez
University of Granada, Spain
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