Paper discussion

· Learning theory, brain chemistry, and learning outcomes all point to potential of games in education

· Importance of building in learning management into game to make it functional for educational use

· Scenario based learning as an evaluation instrument – tell story and ask what would do in the story – parallelism between the game learning task and the scenario

· Older studies showed no difference between media enhanced learning and traditional approaches  

· - we think assessment has improved and games have improved and students and faculty have become more sophisticated – reflects increasing use of web and computers forced by CMS? Increased affordances of technologies/web; computer games permeating environment have taught students how to learn from games; games are more complex

· may reflect that we have started to put together teaching with games in effective ways 

· may mean the world is now ready for this intellectually

· may reflect bandwidth growth, relative ease in building emersive games

· Power of engaging students in creating emersive games as a vehicle for becoming engage in content – a new genre for expression

· Complexity paper – confuses length with complexity;

· Confuses complexity of rules with complexity of games- complexity can arise from relatively simple set of rules based on the way people interact

· Simple vs complex games  is an important point

· Our experience shapes our interaction with the game

· Tailoring pace to the individual is part of what makes educational use happens

· Conflict between lure of gaming to stay involved and the need for efficency in learning

· Goals can vary from training in game to generating conversation – time in game that is appropriate varies with goal

· Efficency can be looked at from faculty resources or from student time – need amount of learning in equation

· Relationship between trail and error and conceptual learning and what is promoted by game, scaffolded by learning environment  -- you have to get beyond trial and error  -- conflict between commercial games designed to allow trial and error to succeed and be entertaining and real learning situation where you want to move beyond trial and error as soon as possible.  Parallel in science between exploration/reconnaissance, systematic exploration and theory.

Summarize our discussion

· There is evidence that gaming is a valuable education tool

· Games can serve a variety of different learning goals from training skill to generating discussion to high level integration of knowledge in emersive environment—need to be specific in thinking – we could use a more focused discussion of each of these

· Look at some specific examples in enough detail to understand the whole situation in specific .

· There is a conflict in games between learning through trial and error and moving forward to higher order conceptual thinking.  This is parallel to the transition in science from exploration/reconnaissance, systematic exploration and theory.  It needs to be addressed specifically in the pedagogic design.

