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http://pages.cpsc.ucalgary.ca/%7Ebecker
http://www.ucalgary.ca/
http://www.worldofwarcraft.com/

How | got here...

e Learning how to design and create programs

e Teaching how to desigh and create programs

e Teaching how to create games (already designed)
e Thinking about how to desigh games

e Thinking about how to design and create
educational games.

..... How to teach how to design and create
educational games
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that are aa to the new ways
 inw roblems are posed
requ:res far more than a simple modification
of previously accepted methods."
Vygotsky
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http://en.wikipedia.org/wiki/Aesop%27s_fables
http://www.imdb.com/title/tt0063518/
http://en.wikipedia.org/wiki/To_Kill_a_Mockingbird
http://en.wikipedia.org/wiki/Of_mice_and_men
http://en.wikipedia.org/wiki/Don_quixote
http://en.wikipedia.org/wiki/Catcher_in_the_rye
http://en.wikipedia.org/wiki/Amos_%27n%27_Andy
http://www.westwingepguide.com/
http://en.wikipedia.org/wiki/Schindler%27s_List
http://en.wikipedia.org/wiki/A_Christmas_Carol
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http://www.half-real.net/dictionary/#backstory
http://www.half-real.net/dictionary/#backstory
http://en.wikipedia.org/wiki/Boss_%28video_games%29
http://en.wikipedia.org/wiki/Level_%28computer_and_video_games%29
http://en.wikipedia.org/wiki/HUD_%28computer_gaming%29
http://www.half-real.net/dictionary/#cutscene
http://www.half-real.net/dictionary/#cutscene
http://en.wikipedia.org/wiki/Attract_mode
http://en.wikipedia.org/wiki/Attract_mode
http://en.wikipedia.org/wiki/Level_of_Detail_(Programming)
http://www.half-real.net/dictionary/#sandbox
http://www.half-real.net/dictionary/#sandbox
http://www.half-real.net/dictionary/#storymode
http://www.half-real.net/dictionary/#storymode
http://www.half-real.net/dictionary/#transmediality
http://mime1.marc.gatech.edu/MM_Tools/Gagne.html
http://mime1.marc.gatech.edu/MM_Tools/Gagne.html
http://www.half-real.net/dictionary/#valorization
http://www.half-real.net/dictionary/#tutorial
http://www.half-real.net/dictionary/#tutorial
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http://www.indiana.edu/%7Eidtheory/home.html
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http://www.indiana.edu/%7Eidtheory/home.html
http://education.indiana.edu/%7Eedfolks/persons/reigelut.html
http://tip.psychology.org/reigelut.html
http://tip.psychology.org/reigelut.html
http://www.half-real.net/dictionary/#backstory
http://www.half-real.net/dictionary/#backstory
http://en.wikipedia.org/wiki/Boss_%28video_games%29
http://en.wikipedia.org/wiki/Level_%28computer_and_video_games%29
http://en.wikipedia.org/wiki/HUD_%28computer_gaming%29
http://www.half-real.net/dictionary/#cutscene
http://www.half-real.net/dictionary/#cutscene
http://en.wikipedia.org/wiki/Attract_mode
http://en.wikipedia.org/wiki/Attract_mode
http://en.wikipedia.org/wiki/Level_of_Detail_(Programming)
http://www.half-real.net/dictionary/#sandbox
http://www.half-real.net/dictionary/#sandbox
http://www.half-real.net/dictionary/#storymode
http://www.half-real.net/dictionary/#storymode
http://www.half-real.net/dictionary/#transmediality
http://www.half-real.net/dictionary/#valorization
http://www.half-real.net/dictionary/#tutorial
http://www.half-real.net/dictionary/#tutorial
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How Do Games Teach? Learning Styles
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http://keirsey.com/personality/nf.html
http://www.boolsite.net/wallpapers
http://keirsey.com/personality/sj.html
http://www.boolsite.net/wallpapers
http://www.businessballs.com/kolblearningstyles.htm
http://keirsey.com/personality/nt.html
http://keirsey.com/personality/sp.html
http://www.keirsey.com/
http://www.nintelligent.net/wallpaper.php
http://www.gamewallpapers.com/
http://www.keirsey.com/
http://www.learningfromexperience.com/about-us/
http://www.learningfromexperience.com/about-us/
http://www.gamewallpapers.com/
http://www.free-computer-wallpapers.com/
http://www.free-computer-wallpapers.com/
http://www.boolsite.net/
http://www.free-computer-wallpapers.com/
http://www.free-computer-wallpapers.com/
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Abstract-Sequential:

Myst
Screenshot: mobygames.com

Myst Exile

Learning Styles
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Katamari Damacy %

Screenshot: mobygames.com



http://www.csrnet.org/csrnet/articles/learning-styles-CS.html
http://www.mobygames.com/
http://www.csrnet.org/csrnet/articles/learning-styles-AR.html
http://www.csrnet.org/csrnet/articles/learning-styles-AS.html
http://www.csrnet.org/csrnet/articles/learing-styles-CR.html
http://www.gregorc.com/
http://www.boolsite.net/
http://www.mobygames.com/
http://www.mobygames.com/
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http://www.ncsu.edu/felder-public/ILSdir/styles.htm
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http://www.ncsu.edu/felder-public/ILSdir/styles.htm
http://www.engr.ncsu.edu/learningstyles/ilsweb.html
http://www.mobygames.com/
http://www.engr.ncsu.edu/learningstyles/ilsweb.html
http://www.gamespot.com/
http://www.mobygames.com/
http://www.engr.ncsu.edu/learningstyles/ilsweb.html
http://www.engr.ncsu.edu/learningstyles/ilsweb.html
http://www.gamespot.com/
http://www.engr.ncsu.edu/learningstyles/ilsweb.html
http://www.gamespot.com/
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Knowing why a game is good i?not the same as knowing how

to make a game good, but it is a necessary first step.

OUTCOMES (moving towards...):

Clear evidence that existing designs of commercial
games already embody sound pedagogy, as found in
established learning.theory, even if that connection was
neither conscious, nor deliberate on the part of the
designers. NG :

An understanding of how digital games can be used as
instructional technology informed by learning theory.

A theory/theories of the kinds of learning best served
through this technology.

A synthesis of core re iirements for instructional design
relevant to games.
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Instructional Games Design
will require a thorough

grounding in
/ BOTH
Instructional Design
_f";_:: x _ AND
2 .. Games Design.
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* Merrill’s First Principles, . N :g flt e

.. (applied to instructional'game core requirements?):

1. Engagement - Solving realistic (real- llfe) problems

2. Activation - Start Where the player/learner is.

3. Demonstration - Show m what we want them to learn - don’t
just tell them. | -

4. Application - New knowg'e must be applied to solve problems.

5 P

. Integration - Motivate t ly what was learned

h=d |_| |_||.1. Hl ‘h:l |_ (m]
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