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https://play.google.com/store/apps/details?id=com.nerdyoctopus.gamedots
http://fireproofgames.com/
http://professorlayton.nintendo.com/
http://www.animal-crossing.com/newleaf/
http://www.gonehomegame.com/
http://www.monumentvalleygame.com/
https://play.google.com/store/apps/details?id=air.com.stateofplaygames.kami&hl=en
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"Most of us prefer to walk
backward into the future, a
i posture that may be
aban, uncomfortable but which at

4

0= least allows us to keep on
i1 looking at familiar things as
fedie long as we can.”
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Formal education moves at
geological speeds,
and that's lucky for us....
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http://www.spiegel.de/international/world/high-speed-geology-violent-seismic-activity-tearing-africa-in-two-a-740641.html
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because games for learning
really aren’t ready for prime time,
and it's not for the first fime.
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http://busblog.tonypierce.com/2013/05/bill-murray-on-the-last-time-he-ever-partied-with-gilda-radner.html

During the
‘Edutainment Era’
of the 1980s and

1990s computer
games were
proclaimed as the
modern solution
to all our
educational llls.
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http://www.computerhistory.org/revolution/personal-computers/17/298/1161
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In order to take advantage of this great
technology.....
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....dll we needed to do was wrap a game

around a lesson (or worksheet), ....
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. like so ....
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http://www.edutopia.org/blog/serious-games-not-chocolate-broccoli-matthew-farber
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. and It would magically become fun.

+—-x+ EXERCISE



http://en.wikipedia.org/wiki/Donkey_Kong_Jr._Math
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This, of course, Is not frue, and the resultant fall
from grace left many educational game
proponents reeling.
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http://art-of-negotiation.blogspot.ca/2008_12_01_archive.html
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We now have a second chance, and we
need to make sure we don't fall info the same
trap again.
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The game evangelists are valuable to be
sure...

o) T 4
JANEMCGONIGAL
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http://www.ted.com/talks/jesse_schell_when_games_invade_real_life.html?awesm=on.ted.com_8F9i&utm_campaign=jesse_schell_when_games_invade_real_life&utm_medium=on.ted.com-twitter&utm_source=direct-on.ted.com&utm_content=ted.com-talkpage
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we need to be
realistic,
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http://en.wikipedia.org/wiki/Grant_Wood
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and if we don’'t have enough games out there
that live up to the hype,
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http://www.gamesradar.com/you-know-games-are-taking-over-your-life-when/?page=10

the idea of using games to teach will once
again become a pariah,
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and the likelihood of a third chance is slim.
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how do we make It right this fime?
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Looking Back
[The
Edutainment
Era]

Taking Stock Reloading

[thc/\’r/glove [Where Are
Learned?] AN

New Aims
[What Do We
Still Need?]

- The Plan
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Step 1: Understand what happened last time.

_ A brief look at

10/20/2014 EduGaming 2014: Walking Backwards Keynote © K.Becker 21
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Online
Timeline

The Edutainment Era

- Step 1. Understanding what happened last time.
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http://www.mpc.edu/studentservices/dsps/Pages/HighTechCenter.aspx
http://distributedmuseum.blogspot.ca/2013/01/plato.html
http://cdn.knightlab.com/libs/timeline/latest/embed/index.html?source=0AsZ6engAZDTldFZhOUJZOWl6YXhMZWNEa1Z3cEpwRmc&font=Bevan-PotanoSans&maptype=toner&lang=en&height=650
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8 Edutainment?

Educators:

| edutainment = educational games
|

|
| Game Developers:

edutainment = an insult
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Definitions & Attitudes

Digital games in infancy

Excitement over new
medium

N
( / )

Commercial Examples:

Pac-Man, Tetris, Pong

Educational Examples:
Math Fun!
Brain Games
Math-A-Magic!
Hangman

LEMOMSUILLE WERTHEERE EEFOET

10/20/20H |:| T Edﬁclq;'rElQOMEfrﬁfﬂ?'Bockwords Keynote © K.Becker



Definitions & Attitude Commerci mples:

Rigital aces per Mario Bros.
essi & =
Richard E. Clark [1983] A
. Educational Games
« Excitement over new « States and Capitals

medium continues ° Dragon’sm l
* Start of EdTech boom e PET Nucle er Plant =
» “tech is cool” . Mathblaster
- - » ReaderRabbit
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Simulations

Chapfter 9 ¢ Chapter 10
Increase motivation R ke similad

Increase transfer

. e Powerful learnin OIS
Efficiency of transfer I v g
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computer » Teqacher is not tA&*ONly judge
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Difference: opiional input by
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the challenge
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http://www.worldgameday.com/?p=898

Games
: 744 \ m&eﬂb%“v‘ R TR
Chapter 4 @lgle p’rer 5
» Better than tutorialsand =~ . « Mdy or may not simulate
drills reall’ry
o PLUS all the stuff they said Prowde en’rer’rclmng
before | challenges
PLUSﬁ}ggry’rhing they said
before
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Alessi & Trollip [2001]
" Gredler [2004]

Educational Software
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ommercial E ol
Half-Life, Deus Ex,
Chrono Cross,

- Everquest, Pikmin,
Metroid Prime, Need

+

B s
ational Exampfés

ombinis, Jerusalem,
Reol Lives, Zoo Tycoon

PIKMIN

@2004 Nintendo
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Simulations
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logs, Eve,
=, Guitar Hero,
of Duty, Elder Scrolls
B Oblivion, Spore, Grand
0 having my Theft Auto, Portal

chile ay” on the computer when he

has ?ompzl%fed scl><me preC% oflwlork |

want my kids working at school. | can .

use computer games at home for Educational Examples

there (sic.) entertainment. | olso fhmk s f .

that “edutainment” as: = o Stalin’s Dilemma, Killer

attempting to giv 1 . .

some degree of teljle) ue.My 8  Flu, Textrolpolis,

students come to schc arnnotfo @

be entertained. Would youwantyour &  Harpooned,

universit Ofs. ente = * P SimEee
05 = Wil Fit omman

TheO@ - (DOS WW—
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Attitudes Educational Examples

AECT [2014] Sweatshop, Professor
- Model-Based Instruction Layton, Poverty is Not
> Immersive Simulations a Game, Seismic

- Game Based Learning Duck, Spent, Osy
Mobile Osmosis

rm & Mini

Sho:ria

1. Michaed Spectcs - M. David Ml
| JaaBen M1 Bahop Fditors

Handbook of Research

on Educational
Communications
and Technology

72014,

10/20/2014




- Fast-Forward .... back

10/20/2014 EduGaming 2014: Walking Backwards Keynote © K.Becker
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What Have We Learnedze

What to Do & What to Avoid

© 2014 K.Becker



0 > ¢
Good.... Bad....
o \’U)

Integration of Learning Wrapping a Lesson in a
and Game Goals | Game

What Have We Learned?¢
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o0 D> €
Good.... Bad....
s \1}

Integration of Learning Wrapping a Lesson in a

and Game Goals Game

Attention to Detall Cheap production
ﬁﬁ What Have We Learned?
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Good.... Bad....
o @

Integration of Learning Wrapping a Lesson in a
and Game Goals Game

Attention to Detall Cheap production
Robust Glitchy

What Have We Learned?¢
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Integration of Learning
and Game Goals

Attention to Detall
Robust
Easy o Use

(=TI
=Tk

@ Bad....

Wrapping a Lesson in a
Game

Cheap production
Glitchy

Demanding (time,
resources,...)

z What Have We Learned?
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oo Good....
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Integration of Learning
and Game Goals

Attention to Detall
Robust
Easy o Use

Clear Goals

(=TI
=Tk

C,‘B Bad....

Wrapping a Lesson in a
Game

Cheap production
Glitchy

Demanding (time,
resources,...)

Mystery / Random Play

z What Have We Learned?
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oo Good....
o

Integration of Learning
and Game Goals

Attention to Detall
Robust
Easy o Use

Clear Goals

Integration of Learning
and Game Goals |

=4
===

@ Bad....

Wrapping a Lesson in a
Game

Cheap production

Glitchy

Demanding (time,
resources,...)

Mystery / Random Play

POP-Ups / Too Much
Text

z What Have We Learned?



And Three More:
(Of My Own)

1. Decorative Media Principle

2. Becker's Lazy Test

3. Magic Bullet @

_-_ What Have We Learned¢ back
& S k)
}E]EIBF 10/20/2014 EduGaming 2014: Walking Backwards Keynote © K.Becker 42 ‘
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Promotes:

Scaffolding
Interest

Cues (mnemonics)

Mental Model
Formation

_ Decorative Media Principle

===
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VIDEO : all about visudl
Games : CIbOUT m’reroc’non

_Linear vs. Inferactive Media
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http://en.wikipedia.org/wiki/Shadow_of_the_Colossus
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Media Awareness Network

presents *

_ Decorative Media Trap

© 2014 K.Becker


http://www.media-awareness.ca/english/games/privacy_playground/

Greetings, Earthlings!

| am Zorf Spudnik, cyberspace Patroller.
My friends, the three CyberPigs, are about
to head off into cyberspace for an
afternoon of online fun and games. Come
along and help them learn how to protect
their privacy in cyberspace — and see how
many Privacy Stars »~- —== =~''astalans
the g

The First Adventure of the Three Ci / ;

& & &
FEHF 10/20/2014 EduGaming 2014: Walking Backwards Keynote © K.Becker 46
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*
Cyberquiz - Question 1
Child of Earth, is it logical for Lil to give

out all that information about herself to
enter a contest?

- N, N, N
k Kk kOAOK.
. " . k‘

The First Adventure of the Three CyberPigs © 2005 Wedia Awareness Network

THIS is the game ¢!

=3
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SOMEONERUTEMPTY CANDY Wi

_ . .
| o 4
BACK INTHEBAG
' GUICKITIEITIETC O

- Decorative Media Trap


http://www.quickmeme.com/First-World-Problems/
http://www.papercraftcentral.com/candy-bar-card.html

:
—

Multiples of
e AlEE
75
)
DIFFICULTY 7181 2
* Normal
Difficult Other Games:
Very Difficult K4

Number Count

CHOOSE YOUR GAME
FRLK N e
-~ Multiples of Total: 50 Number Type
- - - X |23 Very Good!! Correct: 42 Primes
| 4|56 Missed: 5 Difficulty
Col P Incorrect: 3
DIFFICULTY START —
S 27.1,1 are not
: Primes Highscore
Difficult Other Games: .
Very Difficult | Prime Numbers [¥]
,Fractions in Lowest Terms % 2 ;
' i . 3 | L @ 1
Perfect Squares ! L

Rational Numbers

Prime Numbers

© 2014 K.Becker


http://hotmath.com/hotmath_help/games/numbercop/numbercop_hotmath.swf

You have 0 correct items in your food chain.

Wrapper

© 2014 K.Becker


http://www.ecokids.ca/pub/eco_info/topics/frogs/chain_reaction/play_chainreaction.cfm

We reviewed each of these games to
make sure that they provide students
with skill development and critical
thinking sequences.

(teAchnology

Practies Tournamsnt Praciey Tournamsnt

- Functionality

l==J3
J==d3|
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http://www.teach-nology.com/web_tools/games/golf/

Drag and drop the icons
onto the targets to charge
the battery.

apec
he FousPhkas o Edocot
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_Save the World
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http://www.wonderville.ca/asset/save-the-world
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http://www.nobelprize.org/educational/medicine/dna_double_helix/index.html

“Bruce A”

— -
Pawaer Pla
| (: wer Fla

© S  BrucePofier
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http://www.wonderville.ca/asset/fission-impossible

. ,{\% SOUND

lan crash viclims L s

Hi and welcome to the emergency department at this
hospital!

Your challenge is to save three patients who have been
in a car accident and need blood transfusions. It is your W
job to blood type each patient and give them the correct W ‘

8B soumo

blood. Each patient has a "health meter" displayed that Wpa&elll | @ amvenu
monitors their condition during blood transfusion. Try to
avoid making mistakes or the patient's condition will

deteriorate! If you make no mistakes you will get all five

out of five blood drops in the end. < .
(
| = Proceed | “ “ “
L

| 4 soooTyee
?

P pm—

paments | f8) souno
A ELoODTYPE <
16
@-

| @ manmeny |

Health-o0-meter

PATIENTS
A ELoODTYPE
v |

| @ manmenu |

Drag a blood bag and drop it on top of
¢ the blood bag rack! Click on a bag to
¢ see the content.

[\
Required

sooess || Blpod
| 2 | Bank

o i ” rig hT. e )
111

==

Yy
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http://www.nobelprize.org/educational/medicine/bloodtypinggame/

WORDS NEEDED: 03 ']]Ell‘ﬂllﬂﬂllﬁﬁ
——————
| WORD | |DUPLICATE| |TIME | o
R N bt o v L o AR RS S “" | eamn about these features

__Doing it right...

e=={3,
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Ilﬁlﬁl
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g
Ay

\ i oR PLAYER TRIY
% b 6
) ) ) ) |03 mmmg
WORDS NEEDED: g 03 ']]Ellﬂiﬂﬂ]]]ﬂﬁ
————
| WORD | [DUPLICATE] |TIHE 119 | ol
s‘*&%ﬂum sk A e o A B " Leam about these features
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The bits inside Osy point to the closest star.

Becker's Lazy Test (BLT)

s it possible to get through the game without learning anything?

I=={¥|,
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Resource Details

Mission 3 — Gambling Never Pays

- The e-Bug Detective Game is designed for 13-15 year olds,

i
’E - ===eg |5 A ~—  whereby the player becomes an "e-Bug Investigator” who
- - i P attends the scene of an ‘incident that involves microbes. There
! e e 0 A are four missions in total — each involving a mystery that the
1 — %= player needs to solve. The overall mystery is sub-divided into
oA @ multiple problems that must first be addressed, leading the

player to their overall conclusion. The player must find evidence
to support and negate their own ideas, in addition to those
presented by the characters in the game. In the process of
solving the mysteries, the player learns about microbes.

Itis designed for 13-15 years old.

His name is Nathan and he's been placed in charg

~ CTNRERRERE

© 2014 K.Becker


http://www.edugames4all.org/edugames/senior_modified/code/eng_eng_mission_3.html
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The Magic Bullet

- Alens through which to examine learning in a game.
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All learning in a game can be classified in one
(or more) categories.

Four criteria for assessment Things | CAN earn.
In digital games:
Things We Can Learn
Things We Must Learn
Collateral Learning
External Learning

- The Bullet

4
-
=

==}

=] 3|
e
e L
e &
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Deliberately designed by those
who created the game

Includes things designers
*hope™* people will fake up

Includes game-specific
objectives as well as general
ones

Magic Bullet
Color Code

Things | CAN learn.
(Field)

© K.Becker 2013

® K.Becker 2013
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© K.Becker 2013

Should (normally) be a subset of
he first category
Required in order to achieve a
specific goal or fo win

Includes strategy

Magic Bullet
Color Code

Things | CAN learn.
(Field)

@
Il
@
@
0
g
N
=
w
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=== 3|

ther things we can learn

these are not necessarily designed
into the game, although sometimes

designers may hope that players
choose to take these up

Have NO impact on success in
the game

Magic Bullet
Color Code

Things | CAN learn.
(Field)

@
[l
@
@
0
g
N
=
w

. Collateral Learning

===
==
=l
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Not technically considered part of
the normal gameplay

CAN impact success in the game

Includes social learning and outside
communities

Also includes Cheats

typically designed into the game for testing
purposes

often left in the game once it ships

deliberate design elements on the part of

the designers

Magic Bullet
Color Code

Things | CAN learn.
(Field)

he

. External Learning

4

—

=&
==}

© KBecker 2013
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Things | CAN leam. Things | CAN leamn. Things | CAN leamn. Things | CAN leamn. Things | CAN leam.

Things | CAN leamn. Things | CAN leam, Things | CAN lean, Things | CAN leam.

Things | CAN leam.

Variations
onNnd
Theme.

Things|
CAN
Things | CAN leam.

Things | CAN leam.

Exfernal
eaming

Thi I CAN |
IESIEHIEET: Extemal External

External Leaming Things | Learning

Learning CAN
leam.
Things | CAN
learn.

10/20/2014 EduGaming 2014: Walking Backwards Keynote © K.Becker 65
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Where We Are Now?e

= Step 2: Taking Stock
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How frequently do students use digital games in your classroom?

Every day =— 9%

~ 55% have students play
2t0.4 days per week - [IEET] - oo n: st werk

About once per week =— 23%

2 to 3 times per month = m

About once a month =— 12%

once every couple of months = [SSETTA
once or twice a year = [IETIN

I [
0% 10%

- Games are Being Used in Schools

o
j —

5|

=




How do you typically have your
students use digital games?

Insmall
Alone/ groups of
Individually 3 to 5 students
20%

30%

/

At home for
homework
5%

As a full class

With another 7%

classmate
14% In-between classroom

lessons or assigned
activity
14%

gamesandlearning.org

Source: The National Survey of Digital Game Use Amaong
Teachers isa project of the Games and Learning Publishing
Council and produced by t nan Ganz Cooney Center, with
support from the Bill and Melinda Gates Foundation
nesandlearning.org

ne K-8 teachers who use digital games in teaching

(N=513)

A

4P
The FouPhkas ot
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What devices do students
typically use to access digital
games in your classroom?

Mac or PC computer =[N 72%
Interactive whiteboard =N 41%
Tablet = 399

Chromebook or netbook =l 9%

Mobile or smartphone =i 9%

TV gaming console = 7%

Portable gaming device ={l| 6%
Other =] 2%

gamesandlearning.org

g Jigital game teacn

Mostly PCs

68




When you select games to use with your students, what influences
your decision?

What other teachers say about the game

The game includes assessment, tracking, .
and/or other classroom management features

Your experience using or preference for the game =

Research claims/evidence of the game's
educational impact

what your students say about the game =
How much the game costs

The eame’s rating (E, T, or M)

A review of the game (from a newspaper,
blog post, or review site)

Other -—a

0%

How Do Teachers Decide?

© 2014 K.Becker



Which students have you seen benefit most from instruction
involving digital games?
Low-performing students =
All students seem to benefit about equally
Students with emotional/behavioral issues
Students with cognitive or developmental issues
Average-performing students =
English-language learners
High-performing students »
Students with physical impairments

None of my students seem to benefit -—I 1%

0%

Who Benefits the Most?

© 2014 K.Becker



What are the greatest barriers teachers face in using digital
games in the classroom?
Insufficient Time =—
Cost =—
Lack of tech resources =—
Hard to find games that fit curriculum =
Emphasis on standardized test scores =
Not sure where to find quality games =—
Not sure how to integrate games into instruction =
Unfamiliar with technology =—
Lack of administrative support =—
Lack of parental support =
No barriers =—

Other reason =—

Barriers

© 2014 K.Becker
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Based on your experience
using games in your teaching,
do you agree with these
statements?

| wish it were easier to find
digital games that align to
curriculum standards.

Commercial games not
created for educational
purposes can also be used
to teach core curriculum.

There are a sufficient variety
of digital games that align to
curriculum standards.

gamesandlearning.org

Source: The National Survey of Digital Game Use Among
eachersisa project of the Games and Learning Publishing
Counciland produced by the Joan Ganz C 2y Center, with
suppart from the Bill and Melinda Gates Foundation. 5ee
zamesandlearning.org/UR!

A0 19 K=& Teacners wno | =& I_.-_Ir. |-_-. 185 N teacnin

Participants were asked “heck all that apply

Games Need to

gn to Curricula

what qualities of games do you find
most valuable?

Motivates low performing/
special ed students " 55%

Facilitates teaching mixed _ |
ability groups ™ 24%

Students use games ;
independently 23%

Allows personalization
of instruction ™ 21%

Promotes collaboration
between students " 21%

Delivers content without
direct instruction ™ | 1%

Aligns with Common
Core Standards * | 3%

Effective way to
assess students " 10%

Efficient way to assess
students = 8%

Some other quality

Main Value is
Motivational
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http://www.newsgaming.com/games/index12.htm

EISSION

IMPOSSIBLE

Bruce Power
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— School )aze
Crazy Maze —
AN

Auditorium
Beat the clock
and your schoo/ day will rock!
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Recipes For Success

.= Step 3. Putting it all Together

=g
==
te==gs|
e &

© 2014 K.Becker



MINELCRRAEY

rah 66
ey
Trreee

&
ey

e B B B

& » PETTeee
e B B B

Y e s
- O B B

[}

S S O W 711
j Uy By Ry Ty o3 CHEBBRDYD A
LY VR NN WILD EGE

03 { BEAK SNEAK [B]W‘e\
{ 3 r \! scmum
- = “w MHE

WM[ RE IN TNE

(OWORLD

s CARMEN SANDIEGO

B EB7277 0
P e e e

roal livvee

- What Makes These Games Good?

© 2014 K.Becker
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What are the greatest barriers teachers face in using digital
games in the classroom?

Insufficient Time =—
Cost =—
Lack of tech resources =—
Hard to find games that fit curriculum =
Emphasis on standardized test scores =
Not sure where to find quality games =—
Not sure how to integrate games into instruction =
Unfamiliar with technology =—
Lack of administrative support =—
Lack of parental support =
No barriers =—

Other reason =—

© 2014 K.Becker
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4PEG

The Four Pillars of Educational Games

A Solution

- A Framework for Design & Analysis
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Simulation Design Instructional
Design Design

Serious
Instructional
Design

4PEG FrO meWOrk http://minkhollow.ca/MagicBullet/
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How is it as a game? Is it fun? Is it
Interestinge? How does it measure up
esthetically?

2 gl 14 /30 <GAME> Game Overview oK [3]

-1.0 0.0 1.0 2.0 3.0 4.0 5.0
Content & Crginality

Game Mechanics

Game Progression

Artisitc Design

setting & Characters

Gameplay & Aesthetics

Audio

N
- Gameplay & Aesthetics

10/20/2014 EduGaming 2014: Walking Backwards Keynote © K.Becker 81

=45
===
==
=l

© 2074 K.Becker




Are there one or more recognizable =
R educational objectives, discernible either
from the game itself or from the
accompanying support materials.

25 15 /30 <GAME> Educational Content ” Fair [2]
e - .
ch -1.0 0.0 1.0 2.0 3.0 4.0 5.0
e
g Instructional Strategies
O Instructional Design
g Cbjectives
o
-— Integration
o
S Accuracy
B Aszessment

]
- Educational Content

10/20/2014 EduGaming 2014: Walking Backwards Keynote © K.Becker 82
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4PEG

The Four Pillars of Educational Games

Is there adequate teacher support to =
make viable for use in a formal setting? T

2.5| 10 /20 <GAME> Teacher Support ‘ OK [3]

-1.0 0.0 1.0 2.0 3.0 4.0 5.0

Guides
Flug M’ Play

Resources

Teacher Support

Community

When you select games to use with your students, what influences
your decision?

What other teachers say about the game =

The game includes assessment, tracking, _

and/or other classroom management features
—rt Hm::c, - Your experience using or preference for the game =

4

==
==

Research claims/evidence of the game's .
educational impact
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="
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This section examines the game
— through the lens of the Magic Bullet
model to see how well the various

learning elements are balanced.

55| 10720 <GAME> Magic Bullet Rating | OK[3

-1.0 0.0 1.0 2.0 2.0 4.0 5.0

Cwveral Balance

Can Learn vs Must Learn

Operational vs Educational Learning

O
X=
e

O
o=
e
Q
>
[ a]
R

(o))

O
=

Educational vs Discretionary Learning

.
- Magic Bullet Rating

10/20/2014 EduGaming 2014: Walking Backwards Keynote © K.Becker 84
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e EZNETE
<GAME=>

Overall Rating 2.5 49 /100
Game Overview | 2. 8| 14 /30| |Educational Overview 2.5 35|/70
Gameplay| 2.0] 6 |/15 Teacher Support| 2.5| 10(/20
Art & Audio| 4.0 8 |/15 Educational Content| 2.5| 15(/30
Magic Bullet Rating| 2.5| 10 |/20
Game Overview | 5 g| 14|/30| [Educational Content 25| 15]/30
Content & Originality | /5 InsTrucTionoISTraTegies- /5
Game MMechanics| 2| /5 Instructional Design|s ] /5
Game Progression| 3| /5 Objectives| 2| /5
Artisitic Design| 4| /5 Integration| 3| /5
Setting & Characters /5 Accuracy| 4 | /5
Audio /5 Assessmen’r- /5
Teacher Support | 3 | 10|/20| |Magic Bullet Rating 2.5 |10/20
Guidesf | /5 Overall Balance | P /5
PlugN'Play| 2 | /5 Can Learn vs Must Leam| 2 | /5
Resources| 3 | /5 Operational vs Educational Leamning| 3 | /5
Community| 4 | /5 Educational vs Discretionary Learning| 4 | /5

NOTE: tfems marked -1 (na) are not counted

Ie=j5|
==
=
I===s|
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Walking Backwards in to the Future: Ensuring the Success of Games for Learning

"Most of us prefer to walk backward into the future, a posture that may be
uncomfortable but which at least allows us to keep on looking at familiar things as long
as we can." ~ Charles Handy

Formal education moves at geological speeds, and that’s lucky for us, because games
for learning really aren’t ready for prime time, and it's not for the first fime. During the
‘Edutainment Era’ of the late 1980's and early 1990’s computer games were proclaimed
as the modern solution to all our educationalills. In order to take advantage of this
great technology, all we needed to do was wrap a game around a lesson, and it would
magically become fun. This, of course, is not true, and the resultant fall from grace left
many educational game proponents reeling.

We now have a second chance, and we need to make sure we don't fall into the same
trap again. The game evangelists are valuable to be sure, but we need to be realistic,
and if we don’'t have enough games out there that live up to the hype, the idea of
uﬂng go_mel.s to teach will once again become a pariah, and the likelihood of a third
chance is slim.

This keynote will look at what went wrong last fime around, where we are now, and
what we need in design, research, and support to make sure that we have it right this
time so we are ready when formal education catches up with us.

__Abstract
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Ascil Man, Walking:

hitp://www.]janpieter.com/conteni/046 walkin
gd_Mman_ascii.cim#content

Reversed: GitMaker http://qgifmaker.me/

- Images, efc.
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