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Learning to Game and Gaming to Learn: Video Games in Education Workshop	

DESCRIPTION:
Learn how video games engage and motivate while providing a context for learning, opportunities for inquiry, and frameworks for collaboration. They even teach 21st century skills and positive social change.	

ABSTRACT:
This three part session introduces participants to the latest research into the learning principals behind good video games, and then allows them to go hands-on with a serious game for change, the United Nations World Food Program’s Food Force. Participants then have the opportunity to reflect on their experiences playing the game    The Theory:  The first hour of the session will be a lecture and discussion format as participants follow along at their work stations exploring numerous websites related to video games and learning. They will become familiar with the work of Mark Prensky, author of Digital Game Based Learning (2001) and Don’t Bother Me Mom I’m Learning (2006), Dr. James Paul Gee, author of What Video Games Have to Teach us about Learning and Literacy (2003) and Why Video Games are Good for Your Soul (2005), and Clark Aldrich, author of Simulations and the Future of Learning (2004) and Learning by Doing (2005). This segment will be grounded in the social constructivist learning theory of Dewey, Piaget, Vygotsky, and Bruner, and will include the work of recent PhDs in the field of video games and learning, including Kurt Squire, who studied Civilization III in the classroom, Constance Steinkuehler, who studied learning in Massively Multiplayer Online Role Playing Games (MMORGPs), and the presenter who explored the potential of MMORPGs to serve as social constructivist learning environments in a formal k12 educational setting.   Hands-On With Food Force:  The second hour of the session will be even more hands-on as the participants begin to do “the heavy lifting.” They will have one hour to complete six missions in the United Nations World Food Program’s serious game for change, Food Force. This is often an eye opening experience for educators who have either never played a video game before, or have never played a serious game or a game for change. Participants will learn a good deal about the WFP and feeding the hungry of the world as well. (Note: If time allows, advanced participants can also explore the free MMORPG Anarchy Online, so that they can share their reflections on the multiplayer experience with the other participants.)  Reflection and Application:  The final hour of the session will contain two parts. The first half-hour will be spent in discussion as participants reflect on their experience as players, what they learned, and how this relates to the theories discussed in the first segment. Then, the presenter will share a variety of games that they could implement in their own classrooms, including web based games, commercial off the shelf games, and games made explicitly for education, such as Tabula Digita’s algebra game, Dimexian, Muzzy Lane’s World War II history game, Making-History, and many more. This segment will also include a discussion of how students can design their own games, whether or not they actually program them. Some entry-level game creation software will be shared as well (and demonstrated if time allows).  The session will conclude with an opportunity for participants to reflect and brainstorm ways they might use these powerful new applications in their own teaching and learning.  
