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EVERYONE IN YOUR
SCHOOL WINS WHEN
YOU START A GAME CLUB

LACK GILBERT
5TH/6TH GRADE
THOMAS METCALF SCHOOL
ILLINOIS STATE UNIVERSITY



WHY START A CLUB?


http://press.etc.cmu.edu/content/teachercraft-how-teachers-learn-use-minecraft-their-classrooms
http://press.etc.cmu.edu/content/teachercraft-how-teachers-learn-use-minecraft-their-classrooms

WHY START A CLUB?

* “AS GAMES EXPLODE AND BECOME THE COOL THING THAT A
LOT OF TEACHERS WANT TO TRY OUT THEY ALL JUST THINK THAT
THEY CAN... NOT ALL, BUT MANY, AND THEY DON'T HAVE ANY
BACKGROUND... YOU NEED TO KNOW THE LANGUAGE OF IT. |
THINK TEACHERS CAN BRING SO MUCH AS LONG AS THEY ARE
APPROACHING IT FROM A GAMER POINT OF VIEW OR LENS."



WHY START A CLUB?

* "] THINK TEACHERS HAVE TO LEARN TO GET OUT OF THE WAY
AND LET THE KIDS PLAY THE GAMES AND SEE WHERE THEY CAN
FIT THE LEARNING IN. ONCE TEACHERS START TRYING TO CRAM
THE LEARNING INTO THE GAME, YOU WILL KILL THE GAME AND
THE GAME WON'T BE FUN."



WHY START A CLUB?

| HAVE CURRICULUM TO DELIVER AND ASSESSMENT TO DO
AND RECORDING TO GET DONE. | CAN NOT JUST LET THEM

PLAY. | DON'T KNOW IF THAT IS SHORT SIGHTEDNESS ON ME OR
WHETHER THAT IS JUST A FACT."

e “THAT ARGUMENT CAN'T HOLD UP AGAINST WHEN IT IS
EXTRACURRICULAR, WHEN IT'S ENRICHMENT, AND

SUPPLEMENTAL, AND WE'RE STILL DOING EXACTLY WHAT WE'VE
DONE BEFORE IN THE CLASSROOM."



WHY START A CLUB?

* “"HAVING THE TEACHERS NOT BE AFRAID TO FAIL IN A CLUB IS
GOOD. FAILURE IS OKAY FOR TEACHERS AND STUDENTS. WHEN
TEACHERS FEEL PRESSURE TO TEACH THE PRESCRIBED
CURRICULUM, FAILURE SEEMS TO BE A TIME WASTER, WHEN IN
MANY CASES IT LEADS TO DEEPER UNDERSTANDING."



WHY START A CLUB®?

7 Prineiples o Learting

Learners at the center

The social nature of learning 2

Emotions are integral to learning

4

Recognize individual differences

Stretching all students

6

Assessment for learning

Building horizontal connections



WHY START A CLUB?

* MANY REASONS
* BUILDING RELATIONSHIPS
* A SAFE PLACE TO PLAY






STEPPING BACK

* STEPPING BACK IS ACTUALLY A STRATEGY FOR PROFESSIONAL
LEARNING. TEACHERS EXPLAIN HOW RELEVANT AND IMPORTANT
T IS TO SIMPLY WATCH STUDENTS. TO THESE TEACHERS, THIS
PROCESS IS A STARTING POINT, NOT AN EVALUATION OF NEW
IDEAS. INSTEAD OF GENERATING A GREAT LESSON IDEA AND
TESTING [T, THEY START BY STEPPING BACK.



STEPPING BACK

e “WORKING IN THESE VIRTUAL SPACES OVER THE PAST FEW
YEARS, | HAVE DISCOVERED THE BEST WAY TO DEVELOP ROBUST
PROGRAMS IS... SIMPLY PLAYING WITH THE KIDS BEFORE

CREATING CURRICULUM."
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EXPECTATIONS AND WAIT LISTS

* |F YOU CHOOSE TO START A MINECRAFT CLUB (OR GAME
CLUB), YOU MAY BE IN FOR A SURPRISE. ANOTHER COMMON
STORY THREAD ACROSS TEACHERS WAS THAT THEY DID NOT
QUITE EXPECT THE ENTHUSIASTIC RESPONSE THAT THEY GOT.
QUICKLY, STUDENTS WOULD PROMOTE, RECRUIT, AND FILL
CAPACITY IN MINECRAFT CLUBS.



SETTING CONSITRAINTS AND
GOALS

* THE OVERWHELMING APPROACH TO AFTER SCHOOL CLUBS
WAS TO ALLOW: STUDENTS TO PELAY-AS THEY-SAW-  FIT.



SETTING CONSITRAINTS AND
GOALS

* STEPPING BACK, IS THEREFORE THE MOST COMMON APPROACH
AMONG OUR PARTICIPANTS, HOWEVER WE DID HAVE TEACHERS THAT
EXPLAINED A MORE ORGANIZED EXPERIENCE OUTSIDE OF CLASS.
SOMETIMES THIS WAS A FOLLOW UP TO OPEN PLAY, AND OTHER TIMES
THEY STARTED OUT WITH MORE STRUCTURE TO GUIDE STUDENTS
TOWARD THE KINDS OF THINGS THEY WANTED TO DO IN THE
CLASSROOM LATER.



MOVING TOWARDS
CLASSROOM USE

* “THEN FROM THERE, THE WORD SORT OF SPREAD LIKE WILDFIRE
THROUGHOUT THE WHOLE SCHOOL AND EVERYONE WAS
ASKING ABOUT IT SO | BEGAN TO INCORPORATE IT INTO SOME
OF THE OTHER CLASSES."

* (MINECRAFT...BUT CAN TRANSFER TO OTHER GAMES)



MOVING TOWARDS
CLASSROOM USE

* THIS AFTERSCHOOL CLUB IS ABLE TO INFLUENCE A FORMAL
CLASSROOM BECAUSE THE STUDENTS THEMSELVES APPROACH THE
TEACHER AND ASK THEM IF THEY COULD HAVE PERMISSION TO
BUILD THE ZIGGURATS DIGITALLY INSTEAD OF PHYSICALLY. STUDENT
CHOICE IN LEARNING, WITHIN SUBJECT PARAMETERS, CREATES A
POWERFUL INTRINSIC TIE TO THE WORK AND OUTCOMES OF THE
CLASS.



STARTING YOUR FIRST CLUB

* GETTING STARTED MEANS ORGANIZING WHO, WHAT, WHERE,
WHEN, ESTABLISHING A '‘WHY', AND AGREEING WITH STUDENTS
ON HOW YOUR CLUB WILL BE RUN.



WHO TO INVOLVE®

FAMILY AND FRIENDS
ADMINISTRATION AND IT SUPPORT
STUDENTS

FELLOW TEACHERS

P ARENTS



WHAT SHOULD CLUB BE
ABOUT¢

* BOARD AND TABLETOP GAMING
* DIGITAL GAMES

* DIGITAL PRODUCTION

* PHYSICAL PRODUCTION










WHERE SHOULD YOU MEET<?

* TABLE SPACES - WITH ROOM TO GROW

* CHAIRS - A VARIETY FOR DIFFERENT KINDS OF ACTIVITIES

* POWER - OUTLETS, EXTENSION CORDS, AND/OR SURGE
PROTECTORS



WHERE SHOULD YOU MEET<?

* DISPLAY PROJECTOR/S - FOR GROUP CONVERSATIONS AND
DISPLAY OF ACCOMPLISHMENTS

* ONLINE CONNECTION - WIFI SAVES YOU A LOT OF
CONNECTIVITY SETUP, BUT IS A BIT SLOWER THAN CABLE/
CORDED CONNECTIONS






WHERE SHOULD YOU MEET<?

* LIGHTING

o> SNACKS

e GARBAGE

e SUPPLIES

* EXTRA WORKSPACE
 GAME STORAGE



WHEN SHOULD YOU MEET<?

* YOUR TIME AS A TEACHER IS IMPORTANT AND YOU NEED TO
EVALUATE WHAT YOU CAN HANDLE. THIS WILL BE TIME AWAY
FROM OTHER RESPONSIBILITIES YOU HAVE WITH SCHOOL AND
YOUR FAMILY. | BELIEVE THE TIME | GIVE IS VERY IMPORTANT AND
IT ALSO HELPS THAT | THOROUGHLY ENJOY THE TIME | SPEND AT
GAME CLUB.



COMMUNICAITING A WHY'
AND ESTABLISHING A 'HOW ¢

* “MEETING WITH THE GROUP FOR THE FIRST TIME WAS VERY
EXCITING. THESE KIDS WANT TO BE HERE AND THEY ARE
COMING AFTER SCHOOL TO WORK."



COMMUNICAITING A WHY'
AND ESTABLISHING A 'HOW ¢

e "l DON'T THINK THEY REALIZED HOW HARD IT WOULD BE TO CREATE
A CLUB, BUT THAT DID NOT STOP THEM. | TRIED TO STAY OUT OF THE
DISCUSSION AS MUCH AS POSSIBLE. | WANTED THE STUDENTS TO
WORK THROUGH THE PROCESS. | DID GIVE THEM THE OUTLINE
BELOW (NEXT SLIDE) AND TOLD THEM THAT THEY CAN'T WORK ON
ANY OTHER STEPS UNTIL THEY FIGURED OUT THEIR GOALS FOR THE
GAME CLUB."



COMMUNICAITING A WHY'
AND ESTABLISHING A 'HOW ¢

* MISSION STATEMENT (FOCUS AND GOALS)
* STUDENT EXPECTATIONS
* WHAT GAMES AND PLATFORMS

* TIME
e ADVERTISE AND ANNOUNCEMENTS

* SPONSORSHIP AND ASSISTANCE



BEHAVIOR EXPECTATIONS
AND PERMISSION FORM

* RESPECT, RESPONSIBLE, SAFE

* ATTENDANCE
* COMMUNICATE TO INFORM THE TEACHER YOU ARE ATTENDING
* PARENTS PICK UP ON TIME



BEHAVIOR EXPECTATIONS
AND PERMISSION FORM

e CLEAN UP
 PUT AWAY GAMES APPROPRIATELY WITH ALL PIECES

* ACCOUNT FOR ALL PIECES AND INFORM THE TEACHER IF THERE IS A
PROBLEM

« CREATE A


http://www.unit5.org/cms/lib03/IL01905100/Centricity/Domain/2551/GameClubPermissionSlip2015-16.pdf

BREAKDOWN OF TIME OF A
MEETING

* START UP AND ATTENDANCE (S MIN)
* GOOGLE CLASSROOM
* LARGE GROUP DISCUSSION (5 MIN)
* CHOOSE WHICH GAME WE WILL PLAY AND MOVE TO A SPOT (5 MIN]
* GAMING TIME (20 MIN)
* WRAP UP AND ANNOUNCEMENTS (10 MIN)



THOUGHIS AND BENEFITS AND
WHY START A CLUB

* "FINALLY, NOTE THAT-THESE:CEUBS:WERE:OFTEN: A°"FORM OF
VALIDATION, BUT THEY WERE ALSO SERVING AS APPROPRIATION FOR
CLASSES. QUTSIDE THE CLASS, YOU CAN WATCH STUDENTS FOR NEW
IDEAS, FOR NATURAL WAYS TO ENJOY THE SOFTWARE, AND SEEK OUT
STUDENT IDEAS AS THEY PLAY. AFTER WATCHING, LISTENING, AND
BUILDING WITH STUDENTS, TEACHERS EVENTUALLY SAW AN OPENING
FOR THEIR CLASSROOM IDEAS."









RESOURCES/LINKS

BBEDGAMER TWITTER -


http://edu.symbaloo.com/mix/minecrafteducationed1
http://press.etc.cmu.edu/content/teachercraft-how-teachers-learn-use-minecraft-their-classrooms
http://edu.symbaloo.com/profile/zgilbert
http://edgamer.net/
https://twitter.com/edgamer

PREPAWINGHEUAT‘URE
"READY STUDENTS
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Professional Development Hours

If you are interested in receiving
Professional Development Hours

(PDHSs) for time spent at the conference,
you must physically sign in on a paper
sign-in sheet each day you attend the

conference. You will be emailed the
online evaluation form.

Details are in your tote bag folder, on the

, and on the app.

Minecraft: Learning Reimagined

Win at IETC!
iGame and Tweet to Win

Want to win great prizes? There are
two ways to win BIG at IETC 2016!
Details are in the and in
your tote bag folder.

Please help make IETC even better

for next year! Complete the

conference evaluation found on the
and at

Download the IETC app for
current IETC information

Zack Gilbert


http://www.il-edtech.org/home
https://guidebook.com/g/ietc2016
http://bit.ly/ietceval2016
https://guidebook.com/g/ietc2016
http://www.il-edtech.org/home
http://bit.ly/ietceval2016
https://guidebook.com/g/ietc2016

