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Backstory *

What o;’r’rrqc’re‘!lz me to CS ‘* =
— What | coule*o w/it" * g

= What Jot me into ID * ; e

*th’r | could make W%I‘I‘ = *
* e * « %k me

My end g-‘élqlz

| Teach Ed game design.“ﬁﬁ *
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Understand Ed game, design 2> ‘f%:
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J{Understand game design = *
Understand software design / unders’rand entertainment design...
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“Edﬁiiaiq_meh#not—so-gréﬁ *
S then and now
*The good, the bad, & the ... w
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« Problems: T : 4* ; ¥
* * | Disappear (bury them when they’re gone...)
: * Someone is‘bound to say, “Hey%jke ’rhq’rﬁume.” * ¥k

, * Try and find someone who will go one record saying
. something bad about a specific educational game...
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None-the-less here | go.. 3%
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Where’s the nearest koopa?

L What is this?

More Tian An Action-Packed Novel!
Includes 5 Exciting Programs
For Your Compz url
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. Gdme Debates *
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* In Game Studis:

Ludology vs. Narratology

> * 3oy s ' * * "
; In,Games for Leapning: 2
v * Q d * « % o
Leq*fng vs. Fun
* Instructiondl Design vs. Game Design  #

Game as recé’b’rqcle,ys. %me as method 3
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*I'o make progress in games for qummg &
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Step 1: Admit we haye a problem.
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Ecducational Game Debates
* ¥*k % * T3k
Instructional k * Game designers
* designers suck _ * '

drive all the

all the fun out of | % learning out of :
games. F games.
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Games Design
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| SERS e
e
* - 2 c
- : D (7 | ‘*

Ly . .- . .

G |
|

3 & aliT 11._.;.! -— y = ol -
o . L3 g . - AT

© 2006 K.Becker
iﬂ tﬂ T U AzT httpe//katamaridamacy.jp

e < "

DeS|gn Paradox

Game D

* Instructional DeS|gn
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is all we need.
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We can wrap a game

(V xf - :'f.-—.-:w.:.'.al.?

All Instructional Games

must have the learning 3k 4 around any instruction
fully integrated into the and make it more
game story. interesting to learners.
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- “Edutainment” then and now
* Did not live dp to expectations
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~* Game designers s*d away from ED games
*. .

" » Educators becdme suspicious of games™ *
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" “Eduiu*meni" * * *

* thegl ancl-now - i *
Edu’rd‘fnmen’r - Serl% dees

Soll’rdry gamifig =2 Mmultiplayer / socml gaming ?q
D|5C|plmc1ry*9 m’rerdlsapln*y e

! ‘* x : More Gamers B

3 Older que# ¥* =
¥k » jn’reﬁe’r is useful %* |
Machines are pc*erful

* Google YouTubE DeviantArt,.
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Paradox 1: The importance of Eei'n'g Ernest
* e 5 B
*Forced to plqy9 no Ionger game (Roger C0||||0|s 1961)

" :ﬁ
Play <-> serlouﬁess are opposites (Johan Huizinga, :

~ 950) * * % E 3
“I %d my child to school to LEARN, not to have fun.”

(unidentified ’re*blcher) 3 * « K

¥ FUN is a bad word: (FUN = frivolous =wasteditime)
* @giéé Engc:gemen’r isn't. %
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Literacies
* AP s =
_ e e - *
* Tradmorﬁl therqcy = read AND write :
Games literacy = play AND. qke

¥ ¥
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What d@bout literacy w.r.t. education g@enerélly"ﬁf‘ '
and Instructional Design in particular? >
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Game Literacy

l i _ - wid

Game Literacy W, r.t. Education

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

— Game experience (playing) od
~_Game Reflection (thinking about / contextualizing)

Game Literacy w.r.t. Instructional Design

e All of the above

* — Overview of games studies (genres, context, sociological .
implications)

- Knowledge of Game construction (’rhe industry, commercial
vs. serious, the technology...)
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Writing /

Copying
(pre-designed)

Designing
/ Cr'ea'ring
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1D for ED
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*How to design good Ed games w/o knowing how

to design good gc::mes22

*
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How to design good Ed gamesi(or even use
COTS) w/o havingsplayed good games?2

il "
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2 > .
The need for credibility in-formal educationt
ID must play a role.
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Summary 2 What's Nexi
* TS S * ¥k
*U’ % Understand more about game design.

4* * * g
Find common language for designers., ub
% . %

3¢ Including fun. ool e
‘Bring litefacy to Ed biz. > 4 X% « XKz

3%
% Find ways;o combm%D & ID. + Z = >

3%k
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Mario (New Super Marion Bros.) hitp://mario.nintendo.comy/

Blaster (Math Blaster) photo takeilof game CD ieeve * __Eii

Carmen San Diego http://en.wi ia.org/wiki/Carmen Sandiego
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Fowl Words: hitp: /Mvww.mousebreaker.com /games /fowlwords?2 /olay.php &

* h’r’rp://www.miniclip.com/qqmesﬁbwl-woréﬁen/
Cast‘l*lorer www.educate-me.net * *
Brain’A8e http://www.brainage.com/launch/what.jsp
© Al Wars, Castle of% Brain, Food Force, My Sim Aquarium, Jungle QU*
Y/

Reallives : hit www.mobygames.com

Math Blaster: http: //www.consoleclassix.com/qg info mathblaster gen.html
& http:/ /www.mathblaster.com *

* Second Life NMC Campuys: http://wwwenme.org /sl /about/

Echo: Secrets of the Lost Cavern
hﬂp://www.qqmespot.com/pc/qdv%iure/echosecretsoﬂhel*@rn/s
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