
 

 
 

Le Département des Sciences de l'éducation met au concours un poste 
 

Chercheur ou chercheuse sénior ( p o s t - d o c t o r a n t - e )  à 50% 
 

pour le Laboratoire d’innovation pédagogique du Centre d'enseignement et de 
recherche francophone pour l'enseignement au secondaire (CERF) 

 
CAHIER DES CHARGES 

 Travaux de recherche conduits en partenariat avec la HEIG-VD sur la mise en 
place d’une infrastructure permettant la conception, le développement et 
l’évaluation de jeux dédiés à des usages éducatif (recherche orientée par la 
conception) 

 Participation au pilotage du projet 
 Participation aux autres travaux de recherche conduits au sein du laboratoire 

 Participation au suivi et à l’accompagnement de travaux d’étudiant-e-s de Master   
 Participation ponctuelle aux enseignements dispensés par le CERF 

 
EXIGENCES 

 Doctorat en Sciences de l’Education ou en informatique, de préférence dans le 
champ des environnements informatiques pour l’apprentissage humain (EAH) 
et/ou de l’usage du jeu en contexte éducatif et/ou de la recherche collaborative 
orientée par la conception 

 Activité de publication significative 
 Travaux antérieurs et compétences méthodologiques en lien avec les objectifs du 

projet 
 Anglais niveau C1 

 
Le poste pourra être complété avec d’autres charges d’enseignement ou de recherche. 
Classe salariale d’engagement : 20 (échelon 0 à 4 en fonction de la date d’obtention du 
doctorat). Les doctorant-e-s sur le point de soutenir sont invités à postuler. 
 

ENTRÉE EN FONCTION 

Dès que possible pour une durée de 4 ans 
 

Les personnes intéressées et possédant les qualifications requises sont priées 
d'adresser leur curriculum vitae détaillé ainsi qu’une lettre de motivation avant le 
15 janvier 2019 

 
RENSEIGNEMENTS COMPLÉMENTAIRES ET ENVOI DES DOSSIERS 

Eric Sanchez 
CERF - Rue Faucigny 2, 1700 Fribourg 
Tél.  026 300 76 24 
eric.sanchez@unifr.ch 
https://www.lip-unifr.ch  



Annexe : résumé du projet   
 

co.LAB – A Digital Lab for the co-Design, 
co-Development and co-Evaluation of 
Digital Learning Games 
Interest in Digital Learning Games (DLGs) has flourished at all levels of education. 
Digital Learning Games contribute to increasing students’ motivation and engagement, 
and are effective tools to support learner centered teaching practices. However, the 
design, development and uses of DLGs remain an issue due to the gap between 
teachers, game developers and researchers. 

At the crossroads between educational and computer sciences the goal of the co.LAB 
project is to improve the design, development and uses of Digital Learning Games at all 
educational levels in Switzerland. This goal will be achieved by the development of 
what we call the co.LAB: a collaborative methodological framework between teachers, 
game developers and researchers in educational science, associated with a 
collaborative digital platform dedicated to co-design, co-development and co-
evaluation of DLGs. 

With the development, implementation and assessment of the co.LAB methodology 
and digital platform, we want to answer the following research questions (RQ). 
RQ1: What methodology is needed to support collaborative DLG design and 
development? 
RQ 2: What are the digital platform features necessary to support the collaborative 
DLG design and development process? 
RQ 3: What are the effects of the methodology and digital platform on development 
cost and duration (efficiency)? 
RQ 4: What are the effects of the methodology and digital platform on the quality of 
DLGs produced (relevance and effectiveness)? 
RQ 5: What are the drivers for adoption of the methodology and digital platform by the 
educational, game developer, and research communities? 

Following a design-based and mixed methodology, the co.LAB methodology and digital 
platform will be implemented and tested with the design, development and evaluation 
in real educational contexts of two showcase games dedicated to medical education 
(higher education) and computational thinking (secondary education). They will be 
used as a proof of concept. The experimentations will be carried out with classes both 
in a secondary school and at a university of applied sciences. The data collected will be 
based on an ethnographic approach on the one hand (questionnaires and focus groups 
carried out with stakeholders), and on the digital traces of users of the platform on the 
other hand. 

By including a digital infrastructure for digital learning resources development and by 
providing, as a use test result, two digital learning games the project is fully in line with 
the PNR77 goals and more specifically with the module “Education, learning and digital 
change”. In addition, the co.LAB methodology, digital infrastructure and laboratory 
may serve both as an example of the introduction of digital in education and as a basis 
for future co-development of open digital educational resources in general. 
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