Playful Learning Part 1

The Unrealized Superpower Of Games






What is our vision of education’s
future?






Do you need research?
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Who?

Universities
Companies....Serious Games.

5 Companies Using Gamification to Boost
Business Results
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What questions need to be asked?

1. What future dream do you have for
education?

2. What are the obstacles?
3. How do we achieve this dream?



What future dream do you have for education?
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These visions of our future vary as much as the
learning styles of each of our students.



Learning needs to be individualized.
-Sir Ken Robinson

But how?



Classroom Environment

Project-based
Problem-based
Query-based
Open-ended (sandbox)
-and closed (memorization of facts?)



Students

e A system is needed to guide the student.
o Use strengths to understand
o Know weaknesses to improve

e Real-time feedback
e Track progress
o Self-assessment



Students Goals

e |Learn and remember through discovery and

creation.
e Divergent, creative, and outside the box

thinking









Teacher

Teacher is not a sage on the stage, but a guide
onthe side. e s




Teacher

e A teacher can calculate levels of each

student.

o Trusted?

o Qualitative and not quantitative
o Quantitative Narrative?



Obstacles

We need to empower teachers!

W




Obstacles

Pedagogy- the art and science of learning

Articulation and increase knowledge.



Obstacles (Articulation)

e \We simplify
e \We need a Ring of Clear Thought

o Intelligence is our power and we need to “take
charge of our profession.” K. Glazer



Obstacles (Articulation)

e Change is needed
e \We need to be lead by those in the
business....teachers!



Obstacles (Articulation)

e “Teachers are in the business of learning. It's
our job and not someone else’s to lead. But
we cannot do it alone. We need each other.”

-K. Glazer



Obstacles

e |[f we empower teachers then the following
will be smaller obstacles:

O

O

Standardized testing (one size does not fit all)

Data collection...although this can be good if

streamlined.

Student engagement

Time to plan and create learning environments
Flexibility to change when needed



Obstacles (Technology)

e Hinders
e Needs to be seamlessly integrated
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Obstacles (Technology)

e |nstant feedback

e Can help guide decisions
o Econauts



http://www.gameslearningsociety.org/econauts_microsite/
http://www.gameslearningsociety.org/econauts_microsite/

Obstacles (Low Tech)

e Seamless data collection (futuristic)
e Hands on

e Student creation, input, and assessment



How do we achieve this dream?

e Empower Teachers...overcoming the
obstacles.

and

e (Games and Simulations

o Not the only tool and not always the best tool, but it's
good.






How do | use Civilization in the classroom?
That is part of my second session.




What teachers need to know.

e 7 Essential Principles of Innovative Learning

e \What Video Games Have to Teach Us about
Learning and Literacy, James Paul Gee

e There are many more, but these are
essential for Games and Learning
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7/ Essential Principles of
Innovative Learning






http://www.youtube.com/watch?v=LNfPdaKYOPI

Back to our dream....

Look back to our principles of innovative
learning. Do the following fit within the
principles?

e Ready Player One

e Ender's Game and Armada

e Holodeck

e Divergent



OPEN SOURCE IMPLEMENTATION

—>
Open Source

Servers

LRMI Web Tagging
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Contact

zack@edgamer.net

@EdGamer

edgamer.net

about.me/zqilbert
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