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(A	
  video	
  by	
  Meyers	
  (2009)	
  is	
  shown	
  which	
  depicts	
  the	
  vision	
  of	
  learning	
  in	
  the	
  21st	
  
century.	
  	
  The	
  clip	
  can	
  also	
  be	
  viewed	
  on	
  Youtube	
  at	
  hAp://youtu.be/Mirxkzkxuf4)	
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In	
  this	
  new	
  age	
  of	
  learning,	
  the	
  needs	
  and	
  expecta2ons	
  of	
  our	
  students	
  (click)	
  are	
  
fundamentally	
  changing	
  (Prensky,	
  2001).	
  The	
  tradi2onal	
  lecture	
  and	
  passive	
  learning	
  (click)	
  
of	
  yesterday	
  are	
  no	
  longer	
  a	
  sufficient	
  means	
  of	
  holding	
  the	
  aMen2on	
  and	
  interest	
  of	
  our	
  
students.	
  	
  They	
  need	
  to	
  be	
  (click)	
  engaged	
  and	
  immersed	
  in	
  a	
  learning	
  environment	
  that	
  
effec2vely	
  harnesses	
  the	
  full	
  power	
  of	
  modern	
  and	
  emerging	
  technologies.	
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Old	
  teaching	
  tools	
  are	
  becoming	
  less	
  effec2ve	
  at	
  reaching	
  today’s	
  students	
  (Prensky,	
  2001).	
  	
  	
  
	
  
(click)	
  	
  
	
  
In	
  order	
  to	
  truly	
  immerse	
  the	
  students	
  in	
  the	
  modern	
  educa2onal	
  experience,	
  radical	
  
innova2ons	
  are	
  impera2ve	
  (Prensky,	
  2001).	
  	
  Students	
  need	
  to	
  experience	
  learning	
  at	
  a	
  
whole	
  new	
  level.	
  	
  	
  
	
  
(Click)	
  
	
  
Picture	
  an	
  environment	
  where	
  each	
  student	
  becomes	
  entranced	
  in	
  a	
  personalized	
  learning	
  
experience	
  where	
  they	
  control	
  the	
  outcome.	
  
	
  
Is	
  this	
  type	
  of	
  immersive	
  experience	
  even	
  possible?	
  	
  The	
  answer	
  is	
  (click)	
  …	
  	
  “YES!	
  	
  Of	
  
course	
  it’s	
  possible!”	
  	
  
	
  
But	
  the	
  ques2on	
  is	
  “how	
  can	
  we	
  bring	
  these	
  experiences	
  into	
  our	
  classrooms?”.	
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Games	
  are	
  the	
  answer!	
  	
  Can	
  you	
  imagine	
  students	
  ge]ng	
  home	
  from	
  school	
  and	
  rushing	
  to	
  
do	
  their	
  homework	
  because	
  they	
  are	
  so	
  excited	
  to	
  con2nue	
  the	
  adventures	
  they	
  began	
  at	
  
school?!	
  	
  This	
  is	
  the	
  future	
  of	
  educa2on!	
  

5	
  



The	
  educa2on	
  industry	
  would	
  be	
  wise	
  to	
  harness	
  the	
  power	
  of	
  gaming	
  to	
  engage,	
  
enlighten,	
  and	
  excite	
  students.	
  	
  	
  
	
  
(Click)	
  Game-­‐based	
  learning	
  is	
  the	
  key	
  to	
  transforming	
  educa2on	
  in	
  this	
  way.	
  
	
  
Game-­‐based	
  learning	
  is	
  centered	
  around	
  the	
  u2liza2on	
  of	
  commercial,	
  educa2onal,	
  and	
  
simula2on	
  games	
  in	
  order	
  to	
  engage	
  learners	
  and	
  to	
  achieve	
  specific	
  learning	
  outcomes.	
  	
  
To	
  effec2vely	
  implement	
  game-­‐based	
  learning,	
  we	
  must	
  understand	
  that	
  games,	
  in	
  
general,	
  	
  
	
  
(click)	
  are	
  fundamentally	
  about	
  learning	
  (Bouchard,	
  2011).	
  	
  Typically,	
  the	
  gamers	
  dedicate	
  
their	
  efforts	
  to	
  learn	
  about	
  the	
  virtual	
  world,	
  rules,	
  and	
  interac2ons	
  inherent	
  with	
  the	
  given	
  
game.	
  	
  However,	
  if	
  educators	
  can	
  design	
  equally	
  engaging	
  virtual	
  worlds	
  where	
  the	
  rules	
  
and	
  interac2ons	
  require	
  the	
  use	
  of	
  important	
  content	
  knowledge	
  to	
  solve	
  real-­‐world	
  
problems,	
  the	
  classroom	
  will	
  be	
  forever	
  changed	
  as	
  will	
  the	
  students’	
  views	
  of	
  educa2on.	
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In	
  the	
  following	
  slides,	
  I	
  will	
  describe	
  (click)	
  why	
  gaming	
  is	
  such	
  an	
  excellent	
  tool	
  for	
  ac2ve	
  
engagement	
  in	
  the	
  classroom,	
  (click)	
  what	
  key	
  concerns	
  must	
  be	
  addressed	
  for	
  effec2ve	
  
implementa2on	
  of	
  GBL,	
  (click)	
  	
  and	
  how	
  our	
  implementa2on	
  of	
  GBL	
  will	
  be	
  most	
  
successfully	
  executed.	
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From	
  very	
  humble	
  beginnings,	
  inspired	
  innovators	
  have	
  designed	
  games	
  which	
  were	
  truly	
  
magical	
  as	
  they	
  transported	
  the	
  gamer	
  into	
  worlds	
  filled	
  with	
  imagina2on	
  and	
  wonder.	
  	
  In	
  
the	
  1970s	
  and	
  1980s,	
  the	
  first	
  of	
  these	
  games	
  appeared	
  on	
  gaming	
  systems	
  by	
  companies	
  
like	
  Atari,	
  Nintendo,	
  and	
  Sega.	
  	
  Popular	
  arcade	
  games	
  like	
  Pac-­‐Man,	
  Donkey	
  Kong,	
  and	
  
Space	
  Invaders	
  cap2vated	
  global	
  audiences.	
  	
  As	
  technology	
  advanced,	
  these	
  systems	
  were	
  
updated	
  or	
  replaced	
  with	
  even	
  more	
  powerful	
  systems	
  which	
  in	
  turn	
  gave	
  birth	
  to	
  gaming	
  
icons	
  like	
  Mario,	
  Sonic	
  the	
  Hedgehog,	
  and	
  Link.	
  	
  	
  
	
  
Then	
  handheld	
  gaming	
  systems	
  further	
  revolu2onized	
  the	
  gaming	
  experience	
  by	
  adding	
  
portability.	
  	
  In	
  more	
  recent	
  years	
  gaming	
  systems	
  have	
  even	
  been	
  incorpora2ng	
  mo2on	
  
sensi2ve	
  interfaces	
  to	
  further	
  engage	
  players	
  in	
  incredible	
  virtual	
  worlds.	
  	
  Today	
  the	
  
possibili2es	
  for	
  harnessing	
  the	
  power	
  of	
  these	
  games	
  are	
  truly	
  endless.	
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As	
  video	
  games	
  and	
  the	
  requisite	
  technology	
  have	
  advanced,	
  their	
  sales	
  and	
  use	
  have	
  been	
  
growing	
  exponen2ally	
  for	
  the	
  past	
  decade.	
  	
  In	
  fact	
  gaming	
  has	
  reached	
  cri2cal	
  mass	
  in	
  our	
  
global	
  society.	
  	
  According	
  to	
  Rogers	
  (2003),	
  this	
  means	
  that	
  the	
  innova2on	
  has	
  been	
  
adopted	
  by	
  enough	
  individuals	
  so	
  that	
  further	
  adop2on	
  is	
  self-­‐sustaining.	
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According	
  to	
  the	
  Entertainment	
  Sokware	
  Associa2on	
  (2012),	
  unit	
  game	
  sales	
  have	
  
increased	
  by	
  1700%	
  over	
  the	
  past	
  11	
  years,	
  reaching	
  an	
  astounding	
  4.5	
  billion	
  units	
  sold	
  in	
  
2012.	
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Furthermore,	
  according	
  to	
  the	
  Entertainment	
  Sokware	
  Ra2ng	
  Board	
  (2010),	
  (click)	
  67	
  
percent	
  of	
  U.S.	
  households	
  were	
  playing	
  video	
  games	
  in	
  2010.	
  	
  In	
  addi2on	
  (click)	
  the	
  
average	
  gamers	
  were	
  devo2ng	
  about	
  8	
  hours	
  each	
  week	
  to	
  playing	
  video	
  games,	
  and	
  
although	
  many	
  believe	
  the	
  gaming	
  market	
  mainly	
  aMracts	
  male	
  gamers,	
  sta2s2cs	
  show	
  that	
  
(click)	
  40	
  percent	
  of	
  the	
  all	
  gamers	
  in	
  2010	
  were	
  females.	
  	
  In	
  the	
  two	
  years	
  since	
  these	
  
sta2s2cs	
  were	
  calculated,	
  these	
  numbers	
  are	
  likely	
  to	
  have	
  increased	
  substan2ally.	
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Educa2onal	
  gaming	
  has	
  been	
  on	
  the	
  crest	
  of	
  the	
  gaming	
  industry	
  from	
  the	
  beginning.	
  	
  The	
  
key	
  innovators	
  were	
  the	
  game	
  designers	
  themselves	
  who	
  had	
  a	
  vision	
  of	
  a	
  new	
  world	
  
where	
  educa2on	
  and	
  entertainment	
  were	
  one	
  and	
  the	
  same.	
  	
  Some	
  of	
  the	
  first	
  among	
  
these	
  inspired	
  innovators	
  included	
  Steve	
  Russell	
  and	
  a	
  group	
  of	
  MIT	
  students	
  who	
  
developed	
  one	
  of	
  the	
  first	
  war	
  games	
  known	
  in	
  the	
  early	
  1960s	
  as	
  Space	
  Wars.	
  	
  Though	
  an	
  
ingenious	
  breakthrough	
  at	
  the	
  2me,	
  these	
  early	
  game	
  designers	
  were	
  very	
  limited	
  by	
  the	
  
available	
  technology.	
  	
  Most	
  of	
  these	
  early	
  games	
  ran	
  exclusively	
  on	
  university	
  mainframes	
  
and	
  had	
  very	
  limited	
  availability	
  to	
  the	
  public.	
  	
  Other	
  war	
  games	
  like	
  Scorched	
  Earth	
  and	
  its	
  
successor	
  Scorched	
  3D	
  were	
  later	
  developed	
  using	
  much	
  more	
  advanced	
  technology	
  which	
  
made	
  them	
  readily	
  accessible.	
  	
  These	
  war	
  games	
  inspired	
  computer	
  simula2ons	
  which	
  
would	
  revolu2onize	
  training	
  in	
  the	
  armed	
  services	
  and	
  in	
  industries	
  throughout	
  the	
  world.	
  	
  
Microsok’s	
  Flight	
  Simulator	
  1.0	
  hit	
  commercial	
  shelves	
  in	
  1982	
  and	
  has	
  since	
  brought	
  the	
  
intricacies	
  and	
  exhilara2on	
  of	
  flight	
  to	
  front	
  doors	
  of	
  gamers	
  all	
  over	
  the	
  world.	
  	
  Other	
  
simula2ons	
  like	
  Lemonade	
  Stand	
  and	
  SimCity	
  were	
  also	
  developed	
  to	
  teach	
  gamers	
  the	
  
subtle2es	
  of	
  economics,	
  commerce,	
  management,	
  and	
  resource	
  alloca2on.	
  	
  In	
  the	
  world	
  of	
  
computer	
  engineering	
  and	
  programming,	
  games	
  were	
  developed	
  to	
  teach	
  logic	
  and	
  
programming	
  skills	
  by	
  soldering	
  circuits	
  in	
  virtual	
  robots	
  in	
  the	
  Learning	
  Company’s	
  Robot	
  
Odyssey	
  	
  and	
  by	
  wiring	
  robo2c	
  cars	
  in	
  Cognitoy’s	
  MindRover.	
  	
  Educa2onal	
  games	
  would	
  
also	
  enter	
  in	
  to	
  engage	
  students	
  with	
  history,	
  reading,	
  math,	
  criminology,	
  and	
  crea2ve	
  
problem	
  solving.	
  	
  	
  
	
  
Though	
  many	
  of	
  these	
  games	
  were	
  designed	
  for	
  entertainment	
  purposes	
  only	
  and	
  then	
  
repurposed	
  for	
  educa2onal	
  se]ngs,	
  many	
  of	
  these	
  games	
  were	
  designed	
  specifically	
  for	
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Immersive	
  gaming	
  environments	
  like	
  the	
  one	
  shown	
  in	
  the	
  following	
  clip	
  open	
  the	
  minds	
  of	
  
students	
  to	
  worlds	
  of	
  breathtaking	
  ac2on	
  and	
  intense	
  adventure	
  and	
  fully	
  engage	
  them	
  in	
  
dynamic	
  learning	
  experiences	
  (Second	
  Life,	
  2012).	
  	
  	
  
	
  
(A	
  video	
  by	
  Second	
  Life	
  (2012)	
  will	
  be	
  played	
  to	
  shows	
  some	
  of	
  the	
  amazing	
  virtual	
  worlds	
  
that	
  can	
  be	
  created	
  to	
  house	
  a	
  game-­‐based	
  learning	
  curriculum)	
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In	
  immersive	
  gaming	
  environments	
  like	
  the	
  one	
  depicted	
  in	
  the	
  previous	
  clip.	
  	
  obvious	
  
benefits	
  include	
  the	
  poten2al	
  of	
  the	
  gaming	
  interface	
  to	
  mo2vate	
  and	
  ac2vely	
  engage	
  
students	
  in	
  the	
  learning.	
  	
  Once	
  this	
  engagement	
  is	
  achieved,	
  students	
  can	
  tackle	
  
increasingly	
  challenging	
  problems	
  successfully.	
  	
  Students	
  will	
  also	
  be	
  encouraged	
  to	
  explore	
  
their	
  surroundings	
  and	
  to	
  find	
  personalized	
  and	
  crea2ve	
  solu2ons	
  to	
  the	
  problems	
  they	
  
encounter.	
  	
  Their	
  ul2mate	
  success	
  stems	
  from	
  embracing	
  failure	
  as	
  an	
  opportunity	
  to	
  learn	
  
and	
  to	
  achieve	
  goals.	
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Addi2onal	
  aMributes	
  of	
  game-­‐based	
  learning	
  that	
  strongly	
  appeal	
  to	
  many	
  educators	
  
include	
  a	
  plethora	
  of	
  opportuni2es	
  for	
  collabora2on,	
  compe22on,	
  and	
  crea2ve	
  problem	
  
solving.	
  	
  Then	
  to	
  top	
  it	
  all	
  off,	
  the	
  games	
  allow	
  students	
  to	
  experience	
  real-­‐world	
  
environments	
  with	
  interac2ons	
  that	
  are	
  meaningful,	
  instruc2ve,	
  and	
  safe.	
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However,	
  many	
  factors	
  and	
  concerns	
  must	
  be	
  adequately	
  addressed	
  in	
  order	
  to	
  build	
  a	
  
game-­‐based	
  educa2onal	
  program	
  that	
  is	
  effec2ve,	
  efficient,	
  and	
  engaging.	
  	
  First	
  we	
  must	
  
realize	
  that	
  all	
  games	
  are	
  not	
  created	
  equal.	
  	
  The	
  choice	
  of	
  which	
  games	
  and	
  gaming	
  
environments	
  to	
  use	
  in	
  the	
  curriculum	
  is	
  the	
  most	
  crucial	
  element	
  of	
  a	
  successful	
  program.	
  	
  	
  	
  
Once	
  this	
  decision	
  has	
  been	
  made,	
  the	
  games	
  and/or	
  immersive	
  environment	
  must	
  be	
  
developed	
  so	
  that	
  engaging	
  gameplay	
  is	
  appropriately	
  balanced	
  with	
  the	
  the	
  achievement	
  
of	
  key	
  learning	
  outcomes.	
  	
  	
  
	
  
This	
  process	
  will	
  involve	
  a	
  very	
  dynamic	
  approach	
  to	
  curriculum	
  planning,	
  careful	
  
classroom	
  organiza2on,	
  comprehensive	
  training,	
  and	
  collabora2on	
  among	
  teachers	
  and	
  
suppor2ng	
  staff.	
  	
  Also	
  since	
  proper	
  implementa2on	
  depends	
  a	
  great	
  deal	
  on	
  the	
  
technological	
  abili2es	
  of	
  both	
  the	
  teachers	
  and	
  the	
  learners,	
  these	
  trainings	
  should	
  also	
  
emphasize	
  and	
  teach	
  these	
  important	
  skills.	
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S2ll	
  even	
  with	
  the	
  perfect	
  game-­‐based	
  learning	
  program	
  in	
  place,	
  success	
  will	
  be	
  
completely	
  dependent	
  upon	
  the	
  buy-­‐in	
  of	
  the	
  par2cipa2ng	
  teachers	
  and	
  students.	
  	
  
Significant	
  resources	
  and	
  effort	
  must	
  be	
  dedicated	
  to	
  earning	
  the	
  support	
  of	
  these	
  key	
  
stakeholders.	
  	
  	
  
	
  
Lastly,	
  care	
  must	
  be	
  taken	
  to	
  accommodate	
  for	
  any	
  socioeconomic	
  issues	
  that	
  may	
  hinder	
  
teacher	
  implementa2on	
  and	
  students	
  performance.	
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Many	
  of	
  you	
  may	
  be	
  asking	
  why	
  should	
  we	
  adopt	
  game-­‐based	
  learning	
  for	
  our	
  department	
  
and	
  college?	
  	
  	
  
What	
  will	
  GBL	
  offer	
  that	
  we	
  don’t	
  already	
  have?	
  
	
  
First,	
  once	
  the	
  game-­‐based	
  learning	
  units	
  are	
  developed,	
  classroom	
  management,	
  
interac2ons,	
  and	
  support	
  will	
  be	
  much	
  more	
  efficient	
  than	
  our	
  current	
  tradi2onal	
  courses.	
  	
  
In	
  addi2on,	
  Students	
  will	
  be	
  increasingly	
  self-­‐mo2vated	
  and	
  ac2vely	
  engaged	
  in	
  learning.	
  	
  

18	
  



Moreover,	
  the	
  game-­‐based	
  learning	
  program	
  will	
  fall	
  directly	
  in-­‐line	
  with	
  our	
  college	
  
mission	
  to	
  seek	
  out	
  innova2ons	
  that	
  will	
  engage	
  students	
  in	
  learning	
  within	
  a	
  vibrant,	
  
dynamic	
  learning	
  environment.	
  
	
  
Cost	
  effec2ve	
  game	
  packages	
  will	
  also	
  help	
  to	
  alleviate	
  issues	
  which	
  stem	
  from	
  the	
  
socioeconomic	
  situa2ons	
  of	
  many	
  of	
  our	
  students.	
  
	
  
Our	
  effec2ve	
  implementa2on	
  of	
  game-­‐based	
  learning	
  using	
  cu]ng	
  edge	
  technology	
  will	
  
also	
  give	
  us	
  an	
  edge	
  over	
  other	
  colleges	
  in	
  our	
  state.	
  	
  As	
  a	
  result	
  we	
  will	
  be	
  able	
  to	
  aMract	
  a	
  
new	
  class	
  of	
  students	
  who	
  are	
  seeking	
  an	
  immersive	
  and	
  challenging	
  educa2onal	
  
experience.	
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In	
  order	
  to	
  make	
  our	
  game-­‐based	
  learning	
  program	
  as	
  easy	
  to	
  implement	
  as	
  possible,	
  our	
  
college	
  and	
  department	
  GBL	
  experts	
  will	
  first	
  develop	
  a	
  comprehensive	
  GBL	
  curriculum	
  
package	
  which	
  other	
  par2cipa2ng	
  teachers	
  will	
  be	
  able	
  to	
  use	
  as-­‐is	
  even	
  with	
  a	
  limited	
  
computer	
  and	
  gaming	
  background.	
  	
  These	
  ready-­‐to-­‐use	
  immersive	
  gaming	
  packages	
  will	
  
also	
  have	
  built-­‐in	
  summa2ve	
  and	
  forma2ve	
  assessments	
  which	
  automa2cally	
  log	
  learning	
  
sta2s2cs	
  for	
  each	
  student.	
  	
  	
  
	
  
To	
  further	
  ease	
  the	
  stress	
  held	
  by	
  hesitant	
  teachers	
  and	
  students,	
  regular	
  online	
  and	
  face-­‐
to-­‐face	
  tutorials,	
  webinars,	
  and	
  support	
  resources	
  will	
  be	
  readily	
  available	
  to	
  all	
  
par2cipants.	
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In	
  order	
  to	
  test	
  and	
  fine-­‐tune	
  our	
  new	
  GBL	
  program,	
  our	
  curriculum	
  will	
  first	
  be	
  
implemented	
  in	
  a	
  small-­‐scale	
  pilot	
  lead	
  by	
  our	
  most	
  enthusias2c	
  teachers.	
  	
  Their	
  early	
  
adop2on	
  and	
  tes2ng	
  of	
  the	
  program	
  will	
  allow	
  them	
  to	
  act	
  as	
  key	
  opinion	
  leaders	
  when	
  
presen2ng	
  their	
  findings	
  to	
  the	
  rest	
  of	
  the	
  department	
  and	
  to	
  our	
  college	
  administrators.	
  	
  
Based	
  on	
  their	
  recommenda2ons	
  and	
  efforts,	
  the	
  others	
  in	
  the	
  department	
  will	
  be	
  able	
  to	
  
see	
  its	
  success	
  and	
  will	
  have	
  reliable	
  mentors	
  to	
  offer	
  support.	
  
	
  
Since	
  there	
  will	
  s2ll	
  be	
  a	
  small	
  group	
  of	
  students	
  and	
  teachers	
  which	
  will	
  likely	
  remain	
  very	
  
uncomfortable	
  with	
  the	
  technologically	
  intensive	
  GBL	
  curriculum,	
  a	
  limited	
  number	
  of	
  
tradi2onal	
  course	
  sec2ons	
  will	
  s2ll	
  be	
  offered	
  for	
  at	
  least	
  the	
  first	
  two	
  years	
  aker	
  full-­‐scale	
  
implementa2on	
  is	
  underway.	
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At	
  the	
  conclusion	
  of	
  each	
  semester	
  of	
  implementa2on,	
  our	
  department	
  experts	
  will	
  collect	
  
and	
  analyze	
  student	
  performance	
  and	
  affect	
  data	
  and	
  then	
  share	
  their	
  findings	
  and	
  
conclusions	
  with	
  all	
  interested	
  par2es	
  in	
  a	
  open	
  forum.	
  	
  Also	
  in	
  an	
  effort	
  to	
  increase	
  the	
  
transparency	
  of	
  our	
  program,	
  we	
  will	
  encourage	
  everyone	
  to	
  observe	
  and	
  interact	
  with	
  our	
  
GBL	
  students	
  and	
  teachers.	
  	
  	
  Furthermore,	
  all	
  interested	
  individuals	
  outside	
  of	
  our	
  school	
  
will	
  also	
  be	
  encouraged	
  to	
  visit	
  and	
  observe	
  our	
  GBL	
  classrooms	
  in	
  ac2on.	
  	
  In	
  a	
  similar	
  
manner,	
  our	
  faculty	
  members	
  will	
  be	
  encouraged	
  to	
  visit	
  and	
  observe	
  GBL	
  programs	
  at	
  
other	
  colleges	
  and	
  ins2tu2ons.	
  	
  As	
  a	
  result,	
  we	
  will	
  gain	
  a	
  comprehensive	
  knowledge	
  and	
  
experience	
  base	
  upon	
  which	
  we	
  can	
  make	
  the	
  most	
  informed	
  decisions	
  possible	
  pertaining	
  
to	
  our	
  GBL	
  program	
  and	
  its	
  future.	
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A	
  centralized	
  diffusion	
  strategy	
  will	
  likely	
  be	
  the	
  most	
  effec2ve	
  and	
  organized	
  approach	
  for	
  
developing	
  and	
  implemen2ng	
  our	
  GBL	
  program.	
  	
  This	
  approach	
  allows	
  GBL	
  experts	
  at	
  the	
  
department	
  and	
  college	
  levels	
  to	
  lead	
  the	
  charge	
  in	
  adop2ng	
  this	
  groundbreaking	
  
innova2on.	
  	
  This	
  small	
  body	
  of	
  change	
  agents	
  will	
  make	
  many	
  of	
  the	
  decision	
  pertaining	
  to	
  
successful	
  opera2on	
  of	
  the	
  GBL	
  program	
  while	
  seeking	
  regular	
  guidance	
  and	
  feedback	
  from	
  
the	
  par2cipa2ng	
  faculty	
  members	
  and	
  students.	
  	
  Centralized	
  diffusion	
  also	
  will	
  provide	
  a	
  
more	
  systema2c,	
  organized,	
  and	
  efficient	
  control	
  structure	
  for	
  the	
  GBL	
  program.	
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Since	
  effec2ve	
  and	
  regular	
  communica2on	
  is	
  crucial	
  to	
  the	
  implementa2on	
  of	
  any	
  
program,	
  a	
  collec2on	
  of	
  online	
  resources,	
  tutorials,	
  and	
  workshops	
  will	
  be	
  made	
  available	
  
to	
  instruct	
  teachers	
  on	
  best	
  prac2ces	
  and	
  seman2cs	
  of	
  the	
  GBL	
  program.	
  	
  	
  	
  
	
  
Face-­‐to-­‐face	
  support	
  groups	
  will	
  also	
  be	
  formed	
  where	
  teachers	
  can	
  rou2nely	
  share	
  ideas	
  
and	
  resolve	
  concerns.	
  
	
  
Teacher	
  partnerships	
  will	
  also	
  be	
  u2lized,	
  pairing	
  less	
  experienced	
  and	
  more	
  experienced	
  
GBL	
  teachers	
  together.	
  	
  This	
  will	
  provide	
  a	
  mentor	
  for	
  teachers	
  who	
  lack	
  the	
  confidence,	
  
ability,	
  and	
  experience	
  oken	
  required	
  for	
  effec2ve	
  implementa2on	
  of	
  the	
  GBL	
  curriculum.	
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In	
  this	
  day	
  and	
  age,	
  there	
  is	
  a	
  very	
  real	
  need	
  for	
  the	
  educa2onal	
  system	
  to	
  adapt	
  to	
  this	
  
new	
  wave	
  of	
  tech	
  savvy	
  learners	
  who	
  are	
  hungry	
  for	
  opportunity	
  to	
  engage	
  in	
  an	
  
immersive,	
  enlightening	
  world.	
  	
  	
  We	
  must	
  now	
  take	
  the	
  advise	
  of	
  Bidweld	
  for	
  the	
  popular	
  
film	
  Robots…”See	
  a	
  need,	
  fill	
  a	
  need.”	
  	
  GBL	
  will	
  fill	
  this	
  need.	
  	
  This	
  ini2a2ve	
  will	
  improve	
  
student	
  engagement	
  and	
  will	
  make	
  our	
  ins2tu2on	
  a	
  shining	
  example	
  to	
  the	
  world	
  of	
  
innova2on.	
  	
  	
  
	
  
(click)	
  
	
  
Let’s	
  begin	
  this	
  incredible	
  journey	
  today!	
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If	
  the	
  following	
  clip,	
  Professor	
  James	
  Gee	
  of	
  Arizona	
  State	
  University	
  explains	
  that	
  an	
  
educa2onal	
  revolu2on	
  is	
  upon	
  us,	
  and	
  those	
  ins2tu2ons	
  that	
  embrace	
  the	
  ensuing	
  changes	
  
with	
  open	
  arms	
  will	
  effectually	
  lead	
  academia	
  to	
  a	
  promising	
  future.	
  	
  We	
  have	
  an	
  
opportunity	
  now	
  to	
  be	
  on	
  the	
  front	
  lines	
  of	
  this	
  charge.	
  
	
  
(click)	
  
	
  
(This	
  	
  slide	
  begins	
  with	
  a	
  video	
  of	
  Professor	
  James	
  Gee	
  	
  of	
  Arizona	
  State	
  University	
  	
  as	
  he	
  
comments	
  on	
  the	
  evoluXon	
  of	
  learning	
  and	
  the	
  building	
  pressure	
  for	
  tradiXonal	
  schools	
  to	
  
adapt	
  and	
  change	
  to	
  meet	
  the	
  needs	
  of	
  the	
  rising	
  generaXon	
  of	
  	
  learners)	
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Many	
  experts	
  agree	
  that	
  the	
  adop2on	
  process	
  for	
  game-­‐based	
  learning	
  curricula	
  typically	
  
takes	
  two	
  to	
  three	
  years	
  (Epper,	
  Derryberry,	
  &	
  Jackson,	
  2012).	
  	
  In	
  accordance	
  with	
  this	
  
suggested	
  plan,	
  we	
  can	
  start	
  training	
  our	
  core	
  group	
  of	
  department	
  GBL	
  experts	
  and	
  
teachers	
  during	
  the	
  summer	
  of	
  2013.	
  	
  Then	
  we	
  can	
  begin	
  our	
  small-­‐scale	
  GBL	
  pilot	
  in	
  the	
  
Fall	
  semester	
  of	
  2013	
  and	
  Spring	
  semester	
  of	
  2014.	
  	
  At	
  the	
  conclusion	
  of	
  the	
  Spring	
  
semester	
  of	
  2014,	
  the	
  department	
  innova2on	
  team	
  and	
  experts	
  will	
  lead	
  a	
  presenta2on	
  
and	
  discussion	
  of	
  the	
  pilot	
  results.	
  	
  At	
  the	
  conclusion	
  of	
  this	
  discussion,	
  any	
  recommended	
  
revisions	
  will	
  be	
  made	
  to	
  the	
  program,	
  and	
  the	
  decision	
  for	
  full-­‐scale	
  department	
  adop2on	
  
of	
  the	
  GBL	
  program	
  will	
  be	
  made.	
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During	
  the	
  summer	
  following	
  the	
  decision	
  to	
  adopt	
  GBL	
  department-­‐wide,	
  all	
  par2cipa2ng	
  
teachers	
  will	
  take	
  part	
  in	
  online	
  and	
  face-­‐to-­‐face	
  workshops	
  focused	
  on	
  helping	
  them	
  to	
  
design	
  and	
  use	
  the	
  GBL	
  curriculum.	
  	
  Poten2al	
  development	
  opportuni2es	
  could	
  include	
  the	
  
3D	
  Game	
  Lab	
  sponsored	
  by	
  Boise	
  State	
  University	
  in	
  Idaho	
  and	
  various	
  other	
  labs,	
  
workshops	
  and	
  conferences	
  sponsored	
  by	
  other	
  colleges	
  and	
  ins2tu2ons	
  who	
  have	
  
developed	
  strong	
  GBL	
  programs.	
  
	
  
Following	
  this	
  training	
  full	
  implementa2on	
  can	
  begin	
  in	
  the	
  Fall	
  of	
  2014	
  and	
  con2nue	
  for	
  
two	
  successive	
  school	
  years.	
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The	
  following	
  clip	
  of	
  the	
  Progenitor	
  X	
  Project	
  is	
  one	
  example	
  of	
  some	
  GBL	
  programs	
  that	
  
other	
  ins2tu2ons	
  have	
  developed.	
  	
  In	
  this	
  game,	
  the	
  user	
  is	
  working	
  with	
  an	
  elite	
  team	
  of	
  
scien2sts	
  on	
  a	
  quest	
  to	
  find	
  a	
  cure	
  for	
  the	
  zombie	
  epidemic	
  sweeping	
  the	
  land.	
  	
  The	
  core	
  
content	
  is	
  focused	
  on	
  biology	
  science	
  and	
  real-­‐world	
  problem	
  solving.	
  
	
  
(c	
  lick)	
  
	
  
(Play	
  video)	
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At	
  the	
  end	
  of	
  each	
  semester	
  of	
  implementa2on,	
  data	
  will	
  be	
  analyzed	
  and	
  shared	
  with	
  all	
  
stakeholders	
  (i.e.	
  students,	
  teachers,	
  staff,	
  and	
  the	
  college	
  administra2on).	
  	
  This	
  data	
  
sharing	
  will	
  be	
  conducted	
  in	
  an	
  open	
  forum	
  to	
  ensure	
  program	
  quality	
  and	
  to	
  revise	
  the	
  
program	
  as	
  necessary.	
  
	
  
Following	
  the	
  first	
  two	
  years	
  of	
  full-­‐scale	
  implementa2on	
  (i.e.	
  April	
  2016),	
  the	
  program	
  will	
  
once	
  again	
  undergo	
  a	
  comprehensive	
  evalua2on	
  to	
  determine	
  its	
  effec2veness	
  and	
  
poten2al	
  for	
  future	
  success.	
  	
  At	
  the	
  program	
  evalua2on,	
  decisions	
  will	
  be	
  made	
  based	
  on	
  
answers	
  to	
  the	
  following	
  ques2ons:	
  
	
  

v  Is	
  GBL	
  achieving	
  desired	
  outcomes?	
  	
  	
  
v  How	
  can	
  GBL	
  achieve	
  outcomes	
  more	
  effecXvely?	
  	
  	
  
v  Are	
  there	
  alternaXves	
  to	
  GBL	
  that	
  would	
  work	
  beAer	
  at	
  our	
  

insXtuXon?	
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Let’s	
  review	
  our	
  suggested	
  2meline	
  for	
  our	
  GBL	
  program	
  development,	
  implementa2on,	
  and	
  
evalua2on.	
  
	
  
Date:	
  	
  April	
  2013	
  	
  Adop+on	
  Phase:	
  	
  KNOWLEDGE	
  	
  Target	
  Audience:	
  	
  GBL	
  Experts,	
  Early	
  Adopters	
  
Descrip+on:	
  	
  The	
  adop2on	
  process	
  will	
  begin	
  as	
  GBL	
  experts	
  and	
  early	
  adopters	
  learn	
  about	
  GBL	
  
and	
  its	
  poten2al	
  applica2ons	
  in	
  educa2on.	
  	
  	
  GBL	
  experts	
  and	
  early	
  adopters	
  will	
  include	
  a	
  small	
  core	
  
group	
  of	
  math	
  department	
  teachers	
  and	
  college	
  administrators	
  who	
  are	
  enthusias2c	
  about	
  
technology	
  enhanced	
  teaching	
  and	
  learning	
  and	
  who	
  are	
  willing	
  to	
  sacrifice	
  2me	
  and	
  effort	
  to	
  give	
  
the	
  GBL	
  program	
  its	
  best	
  possible	
  chance	
  of	
  success.	
  
	
  
Date:	
  	
  May	
  2013	
  	
  Adop+on	
  Phase:	
  	
  PERSUASION	
  	
  Target	
  Audience:	
  	
  GBL	
  Experts,	
  Early	
  Adopters	
  
Descrip+on:	
  	
  GBL	
  experts	
  and	
  early	
  adopters	
  will	
  be	
  invited	
  to	
  par2cipate	
  in	
  a	
  hands-­‐on	
  workshop	
  
focused	
  on	
  promo2ng	
  a	
  posi2ve	
  a]tude	
  towards	
  GBL.	
  	
  In	
  this	
  workshop	
  par2cipants	
  will	
  be	
  
immersed	
  in	
  virtual	
  GBL	
  worlds	
  and	
  projects	
  that	
  other	
  colleges	
  and	
  innovators	
  have	
  already	
  
designed	
  and	
  implemented	
  successfully.	
  
	
  
Date:	
  	
  Summer	
  2013	
  	
  Adop+on	
  Phase:	
  	
  COMMUNICATION	
  &	
  SUPPORT	
  	
  Target	
  Audience:	
  	
  GBL	
  
Experts,	
  Early	
  Adopters	
  
Descrip+on:	
  	
  Par2cipants	
  will	
  engage	
  in	
  addi2onal	
  online	
  and	
  face-­‐to-­‐face	
  training	
  and	
  curriculum	
  
development	
  workshops.	
  
	
  
Date:	
  	
  Fall	
  2013	
  -­‐	
  Spring	
  2014	
  	
  Adop+on	
  Phase:	
  	
  IMPLEMENTATION	
  	
  Target	
  Audience:	
  	
  GBL	
  Experts,	
  
Early	
  Adopters	
  
Descrip+on:	
  	
  The	
  pilot	
  GBL	
  program	
  will	
  be	
  ini2ated.	
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Date:	
  	
  April	
  2014	
  	
  Adop+on	
  Phase:	
  	
  DECISION	
  	
  Target	
  Audience:	
  	
  All	
  Stakeholders	
  
(i.e.	
  GBL	
  Experts,	
  Early	
  Adopters,	
  Early	
  Majority,	
  Late	
  Majority,	
  Laggards,	
  and	
  
College	
  Administra2on)	
  
Descrip+on:	
  	
  All	
  stakeholders	
  will	
  par2cipate	
  in	
  the	
  pilot	
  program	
  evalua2on,	
  	
  and	
  a	
  
department-­‐wide	
  adop2on	
  decision	
  will	
  be	
  made.	
  
	
  
Date:	
  	
  Summer	
  2014	
  	
  Adop+on	
  Phase:	
  	
  COMMUNICATION	
  &	
  SUPPORT	
  	
  Target	
  
Audience:	
  	
  All	
  Stakeholders	
  
Descrip+on:	
  	
  Par2cipants	
  will	
  engage	
  in	
  addi2onal	
  online	
  and	
  face-­‐to-­‐face	
  training	
  
and	
  curriculum	
  development	
  workshops.	
  
	
  
Date:	
  	
  August	
  2014	
  	
  Adop+on	
  Phase:	
  	
  COMMUNICATION	
  &	
  SUPPORT	
  	
  Target	
  
Audience:	
  	
  All	
  Stakeholders	
  
Descrip+on:	
  	
  GBL	
  support	
  groups	
  and	
  teaching	
  partnerships	
  will	
  be	
  ini2ated.	
  
	
  
Date:	
  	
  Fall	
  2014	
  -­‐	
  Spring	
  2016	
  	
  Adop+on	
  Phase:	
  	
  IMPLEMENTATION	
  	
  Target	
  
Audience:	
  	
  All	
  Stakeholders	
  (except	
  laggards)	
  
Descrip+on:	
  	
  Department-­‐wide	
  GBL	
  program	
  implementa2on	
  will	
  begin.	
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Date:	
  	
  2014-­‐2016	
  	
  Adop+on	
  Phase:	
  	
  CONFIRMATION	
  	
  Target	
  Audience:	
  	
  All	
  
Stakeholders	
  
Descrip+on:	
  	
  At	
  the	
  conclusion	
  of	
  each	
  semester	
  of	
  implementa2on,	
  program	
  data	
  
will	
  be	
  analyzed	
  and	
  shared	
  with	
  all	
  stakeholders.	
  
	
  
Date:	
  	
  April	
  2016	
  	
  Adop+on	
  Phase:	
  	
  CONFIRMATION	
  &	
  DECISION	
  	
  Target	
  Audience:	
  	
  
All	
  Stakeholders	
  
Descrip+on:	
  	
  Full	
  GBL	
  program	
  evalua2on	
  and	
  review	
  will	
  be	
  conducted	
  and	
  
con2nuance	
  decisions	
  will	
  be	
  made.	
  
	
  
Date:	
  	
  Post	
  April	
  2016	
  	
  Adop+on	
  Phase:	
  	
  IMPLEMENTATION	
  	
  Target	
  Audience:	
  	
  
Laggards	
  
Descrip+on:	
  	
  At	
  this	
  point,	
  laggards	
  will	
  be	
  required	
  to	
  begin	
  using	
  the	
  GBL	
  program	
  
dependent	
  upon	
  the	
  con2nuance	
  decision.	
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Your	
  choice	
  today	
  to	
  adopt	
  and	
  implement	
  the	
  proposed	
  game-­‐based	
  learning	
  program	
  
will	
  have	
  a	
  far-­‐reaching	
  impact	
  far	
  beyond	
  the	
  walls	
  of	
  our	
  ins2tu2on.	
  	
  Students	
  will	
  take	
  
their	
  unforgeMable	
  experiences	
  with	
  them	
  to	
  future	
  homes,	
  businesses,	
  and	
  communi2es,	
  
and	
  they	
  will	
  show	
  the	
  world	
  that	
  they	
  will	
  not	
  back	
  down	
  from	
  a	
  challenge.	
  	
  They	
  will	
  
tackle	
  problems	
  head-­‐on	
  and	
  will	
  work	
  successfully	
  with	
  a	
  global	
  network	
  of	
  colleagues	
  to	
  
find	
  crea2ve,	
  innova2ve	
  solu2ons.	
  	
  They	
  will	
  also	
  pass	
  on	
  the	
  respect	
  they	
  have	
  gained	
  for	
  
people	
  of	
  all	
  walks	
  life	
  and	
  will	
  integrate	
  mul2cultural	
  perspec2ves	
  into	
  everything	
  they	
  do.	
  
	
  
(click)	
  
	
  
The	
  train	
  of	
  educa2onal	
  innova2on	
  and	
  change	
  is	
  here.	
  	
  Let’s	
  choose	
  to	
  climb	
  onboard	
  and	
  
begin	
  our	
  journey	
  to	
  a	
  bright	
  future	
  filled	
  with	
  engagement,	
  imagina2on,	
  and	
  endless	
  
wonder…	
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The	
  2me	
  for	
  ac2on	
  is	
  NOW!	
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