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game story.
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Game Literacy w,r.t. Education : *

»» Knowing about games (beyond wha’r we’ve heard
from headlines:& Jack Thompson)

— Game experience (playing)

. ~_Game Reflection (thinking about / contextualizing) ‘
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* All of the above 4 3k
¥* — Overview of games studies (genres, context, sociological ,

implications)

- Knowledge of Game construction (’rhe industry, commercial
vs. serious, the technology...)
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Mario (New Super Marion Bros.) hitp://mario.nintendo.comy
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% Blaster (Math Blaster) photo taken, of game CD ﬂgeve x * ‘_zq
Carmen San Diego hT’rp://en.w*diq.orq /wiki/Carmen Sandiego -2 o
Fowl Words: http: /M ww.mousebreaker.com /games /fowlwords?2 /play.php & b - e

* http: / /www.miniclip.com /games Mowl-words/en / : '- \ *’
Cas’*orer www.educate-me.net % * v ¥* o
Brain’Ade http://www.brainage.com/launch/what.jsp S He

' Al Wars, Castle of Dr. Brain, Food Force, My Sim Aquarium, Jungle Qu* ” . * i. w3
Reallives : httg?Y /www.mobygames.com *
Math Blaster: http://www.consoleclassix.com /g info_mathblaster gen.html }
& http://www.mathblaster.com * e
* Second Life NMC Campuys: http://wwwenme.org /sl /about/ * ¥ * ,*.‘

Echo: Secrets of the Lost Cavern
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hﬂp://www.qqmespoi.com/pc/qdv*ure/echosecrefsoﬂhelq*ern/s - 3
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