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SERIOUS GAMES

Serious games are as the name implies, gamified learning of a serious agenda or topic, g HocFers e

where learning content is delivered in a game-based environment. A good example of [k - N

this is the Mars Generation One argumentation game by Glasslab Games. Here Grade ( S

5-8 students find themselves in a settlement on Mars where disputes are resolved

through formal arguments. To succeed, players must search for evidence that can

support the claims they are trying to make. | am planning to try this out in my classroom

as this meets goals of critical thinking and communication skills. Mars Generation One: Argubot Academy

COTS (COMMERCIAL-OFF-THE SHELF GAMES)

COTS games are developed typically by gaming companies. They have reputations for

building effective, engaging, and entertaining games. Typically, they are not built

specifically for educational purposes but rather for entertainment. Having said that there

are some educational-like COTS games that combine entertainment with more of an
educational kind of perspective are games like SimCity Pollution challenge or Civilizations  *
etc. | want to try using GlassLab Games Simcity Pollution Challenge in my class and tie it in ~ |
with a science unit on the environment. | think that connecting learning and games this

way meets many of I3 principles James Gee has brought forward as well as hits on many of

the points raised by J. Trybus as to why game based learning is effective.




In terms of good learning design, gamification of learning and game-based learning are
more effective at deep learning outcomes than traditional teacher and textbook centered
learning models in my opinion. Although there are and always will be challenges with use of
technology/devices etc, as well as teacher/student acceptance and familiarity, | think that if
done properly, student learning and curricular outcomes can be maximized to their greatest
potential. | firmly believe that innovation in learning today includes technology and teachers,
students (their parents) as well as school boards as agents in the movement towards
meeting the needs of all learners in the most effective way possible.
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