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Backstory '
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* What attracted me to CS =~ ; ‘
— What | couldsdo w/ it *

» What got me into ID -_.
’ =What | could make Wit o ”w E JE
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My end goal: G R ¥

* Teach Ed game design-.. ? :
Understand Ed game design > @ég
iﬂJnderstand game design 24 <> *

Understand software design / understand entertainment
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“ Edutainment” not-so-great *
o theg and.now T *
*The good, the bad, & the .. 7= |
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‘* « | Disappear (bury them when they’re gone...)
« Semeoneris bound to say, I-‘lgfy' | like that game.™# :

e Try and find someone who will go one record

% saying something bad about a specific egucational *

game... s, * %
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None-the-less here | go...
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*Edutainment™ pretty . good *
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EcoQuesl 1: The Search for Cetus 169 of ?25 pts.
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~ Game Debates"
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*n Game Studlés:

| _ Ludology'vs. Narratology %
* X - ‘* E e
8 * In Games foT’ Leining:* el
Lea@g vs. Fun %
% Instruetional Design vs. Game Deésign «
Game as receptacle ys. %me as method 3
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Educational Game Debates

"F_ TR B _
= = * % ¥ 3
To make prcg{ress In games for learnlng &

educational game design: |
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* Step 1: Admit we have a problem. ¥*
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Instructional K . * Game designers
designers suck fe * > driv_e all the
all the fun out of k % : learning out of
" ' games.
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Educational Game Depat

L.

* o %

* Games Design ;ﬁ * Instructional DeS|gn
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medieval learning UG
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All Instructional Games
must have the learning
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We can wrap a game
around any instruction
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fully integrated into the
game story.
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interesting to learners.
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“Edutainment” then ahd now
* Did not live'up to expectations
* * : (- : B :
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« Game designers@hied away from ED

¥* games . . e * *
- Edycators becaime syspigfous of games
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¥« Edutafiment” x ¥ *

: " theQ and-now - - *
* Edutaifiment = Seridfis ( Games '
| Solitary gaming > multlplayer [ socidl. %

- « Lgaming. 3k e
‘* D|SC|pI|nary > ifiterdisciplinary |
: * More GameP§& % * *E
,* Olcﬁ Gamers *
¥ *
In*grnet IS usﬁul

*

* Machines afe powerful
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Paradox 1: The importance of being x
crnest
¥ ¥* 5 o
fve b % * *

* Forced to play=>» no longer game (Caillois)
Play <-> seriousness are opposites

*  (Huizinga) 3
“I send my child to school to LEARN, not to
have fun.” (unidentified teacher) -

3
FUN Is a bad ward.

Engagement isn't.
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Paradox 2: GD vs. D .
* 3%k % % -
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‘Instructional Design _ ‘Game Design

* Content (what) = *  Player Expefience
Receptacle for content (how)
Vantage Point: Formal_ Teaching Method

3 Educatlon =S Vantage Point:

En._t__}ertainment

Ed. Credentials ¥ (SENG?)
Industry Credentlals
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* Traditional Literacy = read AND write
Games literacy = play AND, make

What about literacy w.rit. education
generally and’lnstructional De5|gn IN

particular?
e




b
* Literacy w.r.t. Education
 Knowing about games (beyond what we've
heard from headlines & Jack Thompson) i

= -Game experience (playing)
— Game Reflection (thinking about / contextualizing)

Literacy w.r.t. Instructional Design

o All of the above ¥k

- Overview of games studies (genres, context,
sociological implications) -
—-Knowledge of Game construction (the industry; ¥*
commercial vs. serious, the technology...)
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D for ED ;
? e = " . *
* How to design good Ed games w/o knowing
how to design good games??
* _ K

How to design good Ed games (or even-use*

Z COTS) w/o having played good games??

Thesneed for credibility«in formal education %
ID must play a role.
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urmmmary & \/\/r lat’'s"INext
| Ve -2 S 4 . i
**Understand more about garﬁe design.
Flnd common Ianguage for deS|gners.
< Including fun. |
Brlng litéracy to Ed biz.

% Find ways to combife GD & ID.
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' % Image Sources:
mario (New Supe:Marion Broghttp://n;e;rio.nintendq.com/ * 5 i :53

Blaster (Math Blaster) photo taken of game QD sleeve
Carmen San Diego http://engpedia.org/wiki/Carmen_Sandiego

Fowl Words:
* http://Mww.mousebreaker.comfgames/fowlwords2/play.php &

L/www.miniclip.com/games/fowl-werds/en/ * *
Cast lorer www.educate-me.net
. Brain Age http://www.brainaqe.gpm/launch/what.isp
u*

Al Wars, Castle %r. Brain, Food Force, My Sim Aquarium, J
Quest, ReallLives : http://www.mobvqimis.com

Math Blaster: *
http://vvvvw.consoleclassix.comi{tqameinfo mathblaster gen.html &
http://www.mathiister.com

Second Life NMC Campus: http://www, nmc.org/sl/about/ *
Echo: S%s of the Lost Cavern *

hitp ¥ W.qamespot.com/pc/adventure/ec%ecretsofthelost
cavern/screenindex.html
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