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http://www.flickr.com/photos/betsssssy/628133114/


üWhy fiction?

üWhy graphic novels?

üWhy sports?

Learning Comes from a Variety of Sources



üEngage students with familiar materials

üReinforce social skills & boundary/rule learning

üExplore ethical behavior with less risk

üLevels of achievement other than winning

üCreate information literacy activities across formats/media

üImplement interactive, experiential learning, rather than only 

text-based activities

üRequire the dynamic application of information, not just 

memorization

üòGames lower the barrier for membership in a network of 

learnersó ðBrian Mayer & Chris Harris

Reasons to Use Games in Instruction



Failure = Reflection + Learning

http://www.flickr.com/photos/tamedblossom/955326543/

http://www.flickr.com/photos/tamedblossom/955326543/


üSee themselves as a hero on a quest

üWilling to experiment and keep trying ð

like to fix things

üWilling to seek expertise and ask for help ðalso willing 

to share expertise and help ònoobsó

üDesire to collaborate ðteam players

üLearn from their mistakes and can adapt quickly

üThrive on fast decision-making ðgood at prioritizing

üWilling to take risks

üVery good at multitasking and òcontinuous partial 

attentionó

Gamers

http://www.amazon.com/Kids-are-Alright-Generation-Workplace/dp/1422104354


üHave an inherent distrust of òbossesó

üHave strong organizational skills

üFocused on feedback, improvement, constant practice ð

creative problem solvers

üConstantly seeking to be challenged

üProactive rather than reactive

üFormat-agnostic, experiential learners

üDonõt want to be spoon-fed ðthey want to do their own 

research and figure things out for themselves

üAre used to creating content

üExpect interaction, rewards, customization, and 

multiple paths

Gamers



http://fas.org/gamesummit/
http://fas.org/gamesummit/


http://www.flickr.com/photos/minid/14316032 

http://www.flickr.com/photos/minid/14316032/


http://www.flickr.com/photos/gusilu/2519645583/

http://www.flickr.com/photos/gusilu/2519645583/


Types of Games

Ã Card

Ã Big

Ã Board

Ã Computer

Ã Mobile

Ã Online

Ã Outdoor

Ã Video
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Match Games to Goals/Curriculum

http://www.flickr.com/photos/yoyolabellut/3404151250/

http://www.flickr.com/photos/yoyolabellut/3404151250/


Options

ÃOff-the-shelf



http://www.boingboing.net/2009/01/26/the-case-against-can.html

http://flickr.com/photos/andyburnfield/440978673/

http://www.boingboing.net/2009/01/26/the-case-against-can.html


What Pokémon Can Teach Us about Learning and Literacy - Vivian Vasquez (pdf)

http://www.curriculum.org/secretariat/files/Nov29Pokemon.pdf


http://www.nasa.gov/audience/foreducators/9-12/features/F_Pokemon.html
http://www.nasa.gov/audience/foreducators/9-12/features/F_Pokemon.html


http://bulbapedia.bulbagarden.net/wiki/Mist_%28move%29
http://bulbapedia.bulbagarden.net/wiki/Mist_%28move%29







