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Real Games. Real Learning.

Filament creates award-winning learning games. Our goal? To inspire 
students, simplify classroom management and help teachers meet 

Common Core requirements. We’ve got you covered.

Join EdWeb’s Game-Based Learning community to be part of the conversation!

http://www.edweb.net/?14@@.59f33181


Join our community 
Game-Based Learning

www.edweb.net/gaming

• Invitations to upcoming webinars
• Webinar archives and resources
• Online discussions
• CE quizzes for archived webinars

A CE certificate for today’s webinar 

will be emailed to you

24 hours after the live session

http://www.edweb.net/gaming


Webinar Tips

• For better audio/video, close other applications 
(like Skype) that use bandwidth.

• Maximize your screen for a larger view by using 
the link in the upper right corner.

• You will be emailed a CE certificate within 24 
hours for attending today. 

• You will also receive information to access the 
recording of the webinar and the slides.

• Tweeting?  Use the hashtag #edwebchat 
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What can game-based learning do?

★ Promote creativity and innovation

★ Cultivate higher order thinking skills

★ Articulate student choice and voice

★ Provide multiple pathways to learning

★ Support standards and popular 

learning frameworks



Definitions and Distinctions

• gamification v. game-based learning v. 
game theory v. serious games and 
simulations

• content-specific games v. "games as text"

• educational games v.  "off-the-shelf" 
games



The State of the Games Industry
How do many criticize games (especially video 

games)?
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The State of the Games Industry

a deeply thoughtful 
criticism of games

Using games 
in education =

Using games 
in education 

an educational 
seal of approval =



The State of the Games Industry
 



What can game based learning do?

★ Cultivate higher order thinking skills

★ Support standards and popular 

learning frameworks



Bloom's Taxonomy



HEAT Framework

www.loticonnection.com



21st Century Skills

www.p21.org



games+school    bit.ly/X4FKJD



Submrge.org



What can game-based learning do?

★ Promote creativity and innovation



Authenticity

How to attain authenticity without content-specific 
games?



Race, Gender in MMORPGs

Task:

Modify your game
to reflect race and gender more 

realistically, 
while retaining diversity, complexity, and 

player choice.



World of Warcraft



More on Race and Gender in 
Games

• Are Games Racist?

• Do Videogame Stereotypes Hurt Men?

• Do Gamers Need Anita Sarkeesian's 
Feminism?

• Are You Weird if You Play as the Opposite 
Sex?

http://www.youtube.com/watch?v=brnpRhjJl8w&feature=c4-overview-vl&list=PLRfJP25LI5vTT6qHBm9hmYrT4WMXDROc0
http://www.youtube.com/watch?v=mrActT_7X6U&list=PLRfJP25LI5vTT6qHBm9hmYrT4WMXDROc0&index=6
http://www.youtube.com/watch?v=-UrazpEFb9w&list=PLRfJP25LI5vTT6qHBm9hmYrT4WMXDROc0&index=7
http://www.youtube.com/watch?v=-UrazpEFb9w&list=PLRfJP25LI5vTT6qHBm9hmYrT4WMXDROc0&index=7
http://www.youtube.com/watch?v=WFOVVAhnAns&list=PLRfJP25LI5vTT6qHBm9hmYrT4WMXDROc0&index=4
http://www.youtube.com/watch?v=WFOVVAhnAns&list=PLRfJP25LI5vTT6qHBm9hmYrT4WMXDROc0&index=4


Race, Gender in MMORPGs

Task:

Modify your game
to reflect race and gender more 

realistically, 
while retaining diversity, complexity, and 

player choice.



Results



What can game based learning do?

★ Articulate student choice and voice



User Choice and Voice..
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User Choice and Voice..

Hands-on Example:
Grunka Market



User Choice and Voice..

Hands-on Example:
Grunka Market



User Choice and Voice..

Grunka Market: Difficulty and "Flow"



User Choice and Voice..

Grunka Market:
Let's "mod" it!!



What can game-based learning do?

★ Provide multiple pathways to learning



Provide Multiple Pathways..

The "tech tree"



Provide Multiple Pathways..

The "sandbox"



Provide Multiple Pathways..



Provide Multiple Pathways..

Luck and randomness..

“Somewhere between video games that 
rely on luck and randomness and 
games that plot out every detail lies 
an important balance.”

Erik Kain- Contributor to Forbes Magazine

lessons

lessons 

http://www.forbes.com/sites/erikkain/2012/12/28/ftl-the-best-laid-plans-of-spaceships-and-men-vs-the-luck-of-the-jump/


Provide Multiple Pathways..

The "Game Jam"

Make a game

that helps the player review unit 
content

based on the design of an existing game.



Provide Multiple Pathways..

The "Game Jam”

★Have students rank items from a unit by 
importance, the number being the number of 
groups you'd like to make a game- i.e.-
10 most important objects in the Solar 

System unit
10 most important traits of a solar system 

object
10 most important vocabulary words
10 people (famous, students, or teachers)



Provide Multiple Pathways..

The "Game Jam” 

★Have students gather, in a survey, a list of the 
10 most popular games in the class.

★Write each item on its own index card, hand 
out a random card from each category 
(object, trait, vocabulary, game) to each 
group.



Provide Multiple Pathways..

The "Game Jam” 

★After a given amount of time, each team has 
to "pitch" a game to you (the game publisher) 
that involves each item, and is a "mod" of the 
game.



Provide Multiple Pathways..

The "Game Jam" 



Provide Multiple Pathways..

The "Game Jam"
Could also be based on compare/contrast-

• Athens v. Sparta

• Mammals v. Reptiles

• Prose v. Poetry

• Algebra v. Calculus
 



Additional Links and Information

● What Research Says About Game-Based 
Learning

● What’s the Difference Between Games and 
Gamification?

● What Students Learn When They Give Up 
Shoebox Dioramas For Video Games

https://www.edsurge.com/n/2013-08-19-a-meta-analyses-on-the-research-behind-game-based-learning
https://www.edsurge.com/n/2013-08-19-a-meta-analyses-on-the-research-behind-game-based-learning
https://www.edsurge.com/n/2013-08-20-what-s-the-difference-between-games-and-gamification
https://www.edsurge.com/n/2013-08-20-what-s-the-difference-between-games-and-gamification
https://www.edsurge.com/n/2013-08-19-video-games-the-shoebox-diorama-of-the-future
https://www.edsurge.com/n/2013-08-19-video-games-the-shoebox-diorama-of-the-future


Thanks!

★ This presentation is at

bit.ly/17XRIJI

@jsmummert
jsmummert.tumblr.com

Submrge.org

Jeff Mummert   
Hershey H.S.
@SubmrgEd



Q&A
Type your questions in the chat window.



Thank you!

www.siaa.net

www.filamentgames.com

Our sponsor:

Our co-hosts:

www.iste.org/sigve

http://siia.net/index.php?option=com_content&view=article&id=141&Itemid=3
http://www.filamentgames.com/
http://www.iste.org/connect/special-interest-groups/sigve
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Join us for the next webinar
Monday, January 13, 2014 -at 4pm Eastern Time

Tech Math with the Wii: 
Engage Your K-7 Students Through Gaming Technology

Join the Game Based Learning community for an invitation
www.edweb.net/gaming 

Matthew Winner, Elementary Teacher Librarian in Elkridge, MD

http://www.edweb.net/gaming

