USING GAMING FOR
INSTRUCTIONAL
PURPOSES
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http://www.flickr.com/photos/betsssssy/628133114/

Learning Comes from a Variety of Sources

U Why fiction?
U Why graphic novels?
U Why sports?




Reasons to Use Games In Instruction
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Engage students with familiar materials

Reinforce social skills & boundary/rule learning

Explore ethical behavior with less risk

Levels of achievement other than winning

Create information literacy activities across formats/me

Implement interactive, experiential learning, rather than
text-based activities

Require the dynamic application of information, not just
memorization

oGames lower the barrier for membership in a network «
learnersd Brian Mayer & Chris Harris



Failure = Reflection + Learning
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http://www.flickr.com/photos/tamedblossom/955326543/

Gamers
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See themselves as a hero on a quest
Willing to experiment and keep trying
like to fix things

Willing to seek expertise and ask for hefbalso willing
to share expmob®i se and he

Desire to collaboraté team players

Learn from their mistakes and can adapt quickly
Thrive on fast decisionakingd good at prioritizing
Willing to take risks

Very good at mul titaski ng
attentiono


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

Gamers
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Have an I nherent distrust
Have strong organizational skills

~ocused on feedback, improvement, constant practice
creative problem solvers

Constantly seeking to be challenged
Proactive rather than reactive
Formatagnostic, experiential learners

Dondt wa n tfedtd they lwant tesdo thear own
research and figure things out for themselves

Are used to creating content

Expect interaction, rewards, customization, and
multiple paths




EXHIBIT A
Examples of Skills Employers Want in Higher Wage Workers
> |nterpersonal Skills > Analytical Thinking
> Adaptation to Rapid Change > Problem Identification
> Team Building > |Information Synthesis
> Decision-making > Solution Development
> Learning on the Fly > Plan Development/Execution
> Strategic Thinking > Self-Direction
> Rapid Information Acquisition > Work Independently
> Determining What Needs to Be Done > Multiple Task Prioritization
> Ability to Assess Time, Cost and Resources > Creativity
Required > MNegotiation and Influencing
> Develop/Implement Work Processes > Focus on the Customer
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and Procedures

Summit on Educational Games



http://fas.org/gamesummit/
http://fas.org/gamesummit/
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http://www.flickr.com/photos/gusilu/2519645583/



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

Types of Games
EEEE
A Card
i Big
4 Board
i Computer
4 Mobile
i Online
A Outdoor
4 Video



Types of Games
-1
i Card
i Big
i Board
i Computer
4 Mobile
A Online
A Outdoor
4 Video



Match Games to Goals/Curriculun

- . ‘.. . ' 1’_'.‘
oyolabellut/8404151250/



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

Options
FEE
i Off-the-shelf



A Directory 8F Wonderful Things o

The case against Candy Land

POSTED BY STEVEMN JOHNSON, JANUARY 26, 2009 7:51 AM | PERMALINK

Ed Note: Boingboing's current guest blogger Steven Johnson is the author of six
books, most recently The Invention Of Air: A Story of Science, Faith, Revolution
and the Birth Of America, for which he is currently on book tour. He's also the

eo-founder of the hyperlocal community site cutside.in.

Anyone with children over a certain age will tell you that one of the best things
about being a parent is how much time you get to spend playing games with your
kids. In my case--I1 have three boys, aged 2 to 7--the experience has always had a
split-screen quality toit: half belonging to the 21st century, the other belonging to
my childhood in the mid-seventies. We spend a ton of ime together playing Little
Big Planet on the PS3--or more accurately, we spend a ton of ime with me
marveling at their skills at Little Big Planet and woefully attempting to keep up with
them. But there’s also the parallel track, where I get to revisit the games that T
played as a child. Just last week it was Battleship. Before that it was Sorry, Bingo, Go
Fish, Candy Land, and so on.

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

There’s a consistent theme to all these old-school game introductions: almost
without exception, I have been mortified by the pathetic game that I've excitedly
brought to thekids. Not because they're made out of cardboard and plastic, instead
of 1080p HDMI graphics. (My boys still spend just as many happy hours with Lego
as they do the P53.) What's irritating about the games is that they are exercises in
sheer randomness. It's not that they fail to sharpen any useful skills; it’s that they
make it literally impossible for a player to acquire any skills at all.

Take Battleship. I spend thirty minutes setting up the game, explaining the dual
grids and how one represents their fleet, and the other represents their opponents’.
I have to explain the pegs, and the x/y coordinates of the grid, and the placement
of the ships themselves. And then when we're finally ready to go, I explain how the
actual game is played.

“So pick a random point on the grid,” I explain, “and see if he’s got a ship there.”

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


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

What Pokémon Can Teach Us about Learning and Litevagian Vasquezpdf)



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

+ CLASSROOM SUBJECTS | + EDUCATIONAL MATERIALS + ACT NOW

AHome
\Education Home

For Educators
(Grades 9-12)

- FEATURES AND NEWS
+ LEARNING RESOURCES

+ INTERNET RESOURCES

+ MULTIMEDIA RESOURCES

+ CONTACTS FOR EDUCATORS

+ PROFESSIONAL DEVELOPMENT
+ STUDENT OPPORTUNITIES

Choose another category:

+ For Educators K-4

+ For Educators 5-8

+ For Educators Post Secondary
+ For Informal Educators

National Aeronautics + Text Only Site
and Space Administration

FIND IT @ NASA :

I - cO

+ EDUCATION TV SCHEDULE + EXPRESS MAILING LIST

+ Non-Flash Version
+ Site Help & Preferences

+ MASA Home = For Educators = 9-12 Educators = Features and News

& Print This = Email This
EDUCATOR FEATURES

You Can Be the Coolest Teacher in the School!

How many times have you had te remind students
to put away the games and get back to work? Do
they bring in action heroes and trading cards from
home? Wouldn't it be something if the trading cards
and action heroes were part of the day's lesson?
es, you'd be the coolest teacher in the school —
the teacher every child wants to have.

Here's your opportunity. NASA and the Pokémon
Trading Card Game: EX Deoxys are collaborating to
promote science, math and engineering for
students. The latest Pokémon Trading Card Game:
EX Deoxys, is in stores now. This will be your
oppertunity to teach children about the real-world
science behind this Pokéman Trading Card Game.

Imagine your students’ reaction to this classroom
activity: ou'll explain that Deoxys is a space virus
with extraordinary origins. f came from space and
mutated into a Pokémon when exposed to a laser
beam. Deoxys is a new Pokémon character in the Tid & D 2005 Fob fmnniiovmdn
Trading Card Game, and there is real science

behind its story. Many aspects of Deoxys reflect its wiral nature, and its name is derived from
deoxyribonucleic acid — short for DNA, the genetic material of living organisms, including some viruses.
There are many things about viruses that are unknown, and it's true of Deoxys, too! Children already know
about Pokémon from the trading card game and video games, so they'll be excited to see Pokémon in class!

The Deoxys program will help build the workforce of tomorrow by encouraging young people to see that
fun, science and technology go together. As the teacher, you will have access to background information
and activities designed to use hobbies to teach science. By registering for the program produced by the
NASA Langley Center for Distance Learning, you'll receive activities and programs to use in your class.

NASA and the Pokémon Trading Card Game: EX Deoxys wil
help teachers use these activity units in the classroom.
Students wil use real science and the Pokémon Trading Card



http://www.nasa.gov/audience/foreducators/9-12/features/F_Pokemon.html
http://www.nasa.gov/audience/foreducators/9-12/features/F_Pokemon.html
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Mist
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Mist prevents the effects of primary stat modifications inflicted by the opponent. If a move used by the
opponent could only cause a stat change (such as Growl or Kinesis), that move will fail. However, Mist will

have no effect on side effect stat modifiers used by the opponent, such as defense reducing via Acid or
special reducing via Psychic. prevents any of its stats from being cut for five

The user cloaks its body with & white mist that

turns.

Mist does not remaove any stat modifiers already in effect, does not prevent the stat modifications associated
with burns or paralysis, and does not prevent the user from successfully using stat modifiers. The effect of
Mist can only be removed by switching, Defog, or Haze.

Mist will fail if the user is already under its effect.
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By leveling up

# Pokémon Type Level

131 @ Lapras 20
144 S Aricuno Flying [\ Power | —

150 e Mewtwo Accuracy | —%

= Does not make contact

= Not affected by Protect

= Mot affected by Magic Coat

» Affected by Snatch
Generation Il = Mot affected by BrightPowder
= Mot affected by King's Rock

Bold indicates a Pokémaon which gets STAB from this mowve.
lalic indicates a Pokémaon whose evolution or alternate form gets STAB

from this maowve.

By leveling up

# Pokémon Type Level

131 @ Lapras

144 CK Articuno

150 a' Mewtwo sychic :
Introduced | Generation |

194

Affects the user and ally

B Nota TM, HM, or move tutor move.


http://bulbapedia.bulbagarden.net/wiki/Mist_%28move%29
http://bulbapedia.bulbagarden.net/wiki/Mist_%28move%29
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To play this card. place it face
up on the table in front of you

Chocolate
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