Assignment:

Try at least 6 educational/training/serious games.  List titles of all that you try.

Answer the questions about each game.

Questions for Week 7:

1. Name of game/web site.

2. Who is the intended audience for this game?

3. Does this game teach interpersonal relationship skills (i.e. how to relate to other people?)  

4. How can this educational game affect society?

5. Do the skills taught in the game translate into real-world situations?

6. Does this game constantly adjust to the user’s skill level?

7. How smooth is the learning curve for this game?

8. Is there adequate documentation for the game.

9. Did you learn anything from the game?

10. Does this game follow the Education Game Principles slide? (reproduced below)

Admit that games don't teach, they illustrate.
–make a game that shows rather than tells and turns knowledge into visceral understanding. 

Don't make games that are too much fun. 

–Don’t demonstrate the principles of flight using a combat flight simulator. The students will spend all their time fighting and ignore the basic concepts they're supposed to be learning. 

Don't make games that aren't fun enough. 

–They're often poorly-disguised drills, or are insulting to a child's intelligence ("Quick! Mr. Spock needs to know the sum of 2 and 2!"). You must find a way to meaningfully and above all coherently incorporate the educational content into the gameplay.

Don't make games that take too long. 

–Commercial games are designed to last from 20-40 hours or more; an educational game needs to get straight to the point and move along steadily.

Don't make games that obscure the principles you want to illustrate.

–Games like Sim City require the player to manage a whole series of problems at once. Rather than illustrating a single idea clearly, they illustrate many ideas complicatedly. The student must be able to hold all other variables constant and observe the effect of changing just one.

Include advisors. 

–An advisor is a computerized character that pops up from time to time to highlight problems and suggest courses of action to the player.

Don't forget the value of creative play. 

–Creative play has educational value too. You can learn about the principles of mechanical engineering by designing and testing bridges, as in Bridge Construction Set 

Don't try to serve chocolate-covered broccoli. 

–A computer game can't make someone take an interest in a subject purely by dressing it up with fancy graphics and audio. Furthermore, educational software cannot ever compete with multimillion-dollar commercial games
