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The Institute pioneers new models of learning and
engagement. We are a non-profit design studio, founded
in 2007 by a group of game designers in New York City.
We are now home to an interdisciplinary team of
designers, strategists and learning practitioners
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Our purpose is to
transform education
through play.
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HOW DID PLAY
TRANSFORM
THIS SPACE?




Goals for today

e Experience game-based learning in action
e Explore effectiveness of alearning game
e Participate iIn a Game Design Challenge
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Classrooms must support
students in developing
21st Century Skills

Problem Solving

6 Critical Thinking . =

JL Empathy

Collaboration

Creativity

A Communication
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Preliminary results from the Connecting Youth: Digital Learning
Research Project at NYU indicate that Quest to Learn students
demonstrate significant learning growth in the following areas:
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GAME LIKE LEARNING PRINCIPLES

Everyone is a Participant

Learning Feels Like Play

Learning Happens By Doing

Failure is Reframed as Iteration

Feedback is Immediate and Ongoing

Challenge is Constant
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GAMES AND
GAME-LIKE LEARNING:

PEDAGOGICAL STRATEGIES

e Analog games (design and modding)
o Digital games (surrounded by analog experiences)
e Game-like activities

e Game-like units of study
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MINDWARMER
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Draw a triangle
Draw some circles

Draw filled-in circles inside

. Above each, draw an upside - downV

Above, draw a bunch of straight lines

. Draw arectangle below the triangle
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One describer

d .
describer reveals the original drawing
/ and copiers reveal what they drew.
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PICTURE TALK

HOUSE

EASY
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PICTURE TALK

CAMERA
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Design Challenge




E How do you win? % What can and can’t aplayer doin the game? :

. (For example: Cross the finish line, Collect / (For example: No holding the ball while
. the most marbles, Be the last one standing) / running, If you score you get another turn)
./////////'7'/7///'77////////////////////////////////'/7//'/'/7/ ////////././/Z/././////////////////////7'/7//'/'/'////'7’////’/’/7//

. COMPONENTS / CHALLENGE
. What materials are required to play? I : What stands in the player’s way of
. (Forexample: Basketball, Basketball hoop, : - reaching the goal?

. Marbles, 5 players) / (For example: Guarded by an opponent) .
//’/'/7//’/'/7///'./.'/'.///'/.'/'.////'./.'/'.///'./.'/'.////'/'/'///'/'/7///'/'////’/'/7/ / %//"/Y//Z/II/I//Z/'.'/'./'///I/.'/'.//Z/././////././//.Z'/I/Y//ZZI/I//ZZZZ/'///IZ'/I//Z/.[ .

' CORE ACTIONS SPACE

; What actions does the player take to Where does play take place?

. power the game” (For example: Basketball court, Park, In a :
c:lrcle Computer screen, Super Mario World) /
/
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Design Challenge

Add a new game action to Picture Talk to create your . } .
own modification (mod). Choose ONE of the below: -
By
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PLAYTESTING

 How fun was this game? How challenging was it?
e How clear were therules?
« Whatdidyou like least and most?

e« What canstudents learn from playing the game?

e How much choice was there in the game?
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Our goalis to re-envision the way
teachers are taught and assessed,
so that they can transform the
world of students.
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Re-Imagining Teaching Through Games And Play




GAME LIKE LEARNING PRINCIPLES

Everyone s a Participant

Learning Feels Like Play

Learning Happens By Doing

Failure is Reframed as Iteration

Feedback is Immediate and Ongoing

G- Challenge is Constant
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S Secrets of Effective
Game-based Learning

O It's about the process, not the product.

6 Think of the game as more than just the actual moment of play
L Find collaborators to help you design, evaluate, and test tools

.ﬁ. Evaluate games for learning potential + engagement
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LEARN MORE

@ Visit us: www.instituteofplay.org

@ Follow us: @instituteofplay

@ Email us at pd®@instituteofplay.org




Onlme Course Wednesdays,
April 18th to May 9th.

Use everyday objects to create

robust hands-on projects.

For upper elementary & middle

school educators.

Online

Presents: P

Hands=0OnDesign Thinking

Tor Your.cloassroom




