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The proposition … 

= Do ? 



Myth #1: All your students will thank you 

“Loved the papers; didn’t care for the games.” 



Myth #2: Students learn to play games 
effortlessly 



Myth #3: The games do the teaching 

The correct analogy for the mind is 
not a vessel that needs filling, but 
wood that needs igniting — no more 
— and then it motivates one towards 
originality and instills the desire for 
truth – Plutarch, On Listening 



Myth #4: Game-based learning is all 
about fun and play 

• When in doubt, see myth #1 

• Problems with “fun” 

 



Myth #5: Only gamers benefit /are engaged 
educationally by playing games  
 

 Myth #5a: Only boys (remedial 
 students, insert other label here) 
 benefit/are engaged educationally by 
 playing games 
 

Myth #6: Games are only about killing 
 

Myth #7: Single player games are anti-social 
 



Getting practical… 



Games, serious 
games, and 
simulation games 

Terminology 

Level of Reality (or discipline authenticity) 

Game    Simulation Game       Simulation 



Rationale 
• Systems analysis and 

contextual thinking 

• Developing questions 

• Experimentation and 

problem solving 

• Authentic cultural 

representations of 

academic content 

• 21st century learning and 

procedural literacy 

 



Navigating the Problem Space 

• Problem spaces 

• Analogies between the medium and 

the reality  

• Consideration of constraints and 

choices 

• The modeling of choice and decision 

in causal chains 

• Consideration of possibilities 

• Feedback 



A Matter of Design 
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Step 1: Choose the Right Tool for the Job 

Really think about learning objectives 

A medium demands a message 



Comparing Media 

Games Text 
• Interactivity 

• Immersion 

• Meaningful 

choices 

• Practice of 

procedures 

• Varied outcomes 

(and varied 

interpretations) 

Representations of Reality 

• Precision 

• Control 

• Linearity 

• One outcome 

(though many 

possible 

interpretations) 



Step 2: Finding Simulations and Games 



Step 3. Evaluate Games 

Content 

• Core vs. 
details 

• Systemic 
factors vs. 
real 
outcomes 

• Dynamics 
of choices 

Difficulty 

• Time to learn 

• Learning 
payoffs 

• Integration 
with other 
elements of 
class 

Tech 

• Hardware 

• Browser vs. 
Desktop 

• PC/Mac 
(what about 
tablets?) 

• Cost 
 



 Step 4: Lesson Structure 

Learn to Play 

Play, Observe, 
Reflect, Analyze, 
Criticize 

Discuss, Evaluate, 
Debrief (Assess), 
Extend 



• Introduction 

• Direct instruction and 

notes 

• Practice and 

comprehension 

exercises 

• Specific goals 

Learning to Play 



Play, Observe, Reflect, Analyze, Criticize 

Topics Products 
• Generalization 

vs. details 

• Processes vs. 

outcomes 

• Goal orientation 

vs. ambiguity 

• Control vs. 

passivity 

• Centralization vs. 

diffusion 

• Notes 

• Annotations 

• Reflective 

writings 

• Analytical 

worksheets 

• Essays 

• Discussions 

• Game 

improvements 



Remember 

• Game are (Human) Interpretations 

• It is often not about play 

• Question everything 

• Epistemology is at the heart of every 

discipline 

• Games create problem spaces 

• Be prepared 

• Gaming should be social and collaborative 



Any mistake worthy of the name, I’ve made 

• Commitment problems 

• Overestimations and 

underestimations 

• Treating the game as the 

teacher 

• Selecting the 

complementary and 

supplementary materials 

• Hardware problems 

• Software problems 



But Really…. 

• What’s the worst that could happen? 

• Omelets & Eggs, Cows & Scales 


