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1 Introduction

1.1 Purpose of the document

This deliverable provides a report on the channels, platforms and tools created to support SME game 
developers in the creative and technical tasks of developing and deploying 
ProsocialLearn methodologies and software systems carried out in Task 8.3 Game Developer Support 
Network

1.2 Scope and Audience of the document

According to the purpose of the document the dissemination level
document includes the consortium members including the three new gaming developers. It is also of 
interest to other gaming providers and developers who are interested in the results of the project. 

1.3 Structure of the 

This document is split into 3 high level sections. The first (section 2) covers the channels used for 
technical support particularly during the third year of the project. Section 3 covers the tools created 
for creativity support for defining and d
the Games Developer Network Open Website designed to 
beyond the end of the project.  
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2 Technical Support Platforms

In order to technically support the
number of platforms and channels. In doing so, it was important to use technologies familiar to most 
game developers and following best practice guides for technical collaboration. 

Whilst the
it was necessary to setup collaborative environments for development of components and source 
code. To this end ATOS setup an instance of GitLab and Slack, described below

2.1 Gitlab

GitLab is a web application that is a front end for the management of ‘git’ source repositories. It not 
only allows users to create manage and inspect git repositories, but it also allows to manage the 
users, create working groups that hold sourc
the platform also provides an Issue Tracker that lets users create issues, sort them by criticality, 
assign them to developers, and mark them as solved when approved.

The ProsocialLearn Gitlab URL 
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3 Creativity

Whilst technical support relies upon collaborative platforms, supporting creativity requires tools that 
designers can use to generate new ideas and assist their thin
outset to create a set of easy to use tools that game designers can use to ideate and find practical 
advice and direction for designing games for prosociality, and support the desired learning outcomes. 

A range of g
below.  

3.1 Prosocial Game Design Methodology

In collabora
anyone interested in design
D2.2 Prosocial Game Scenarios
mechanics
ProsocialLearn platform to familiarise themselves with the 
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