Game-Based Learning: The Good, the Bad, and the Ugly

During the session, I asked attendees to jot down their ideas for the good, the bad, and the ugly on Post-Its before sharing my own ideas. Some people shared their ideas orally. At the end of the session, I took up the Post-Its and have transcribed them for this file. (Some were hard to read, but I’ve done the best I could.) I did not ask attendees to indicate which question they were answering on the Post-Its. I have placed each item under the question I think it was intended to address.
The Good: What new opportunities can games bring to our students’ learning experiences?
· Activating students/motivating through their hearts

· Engaging students in simulations of authentic complex situations

· Real-world simulations

· New models of assessment

· Extension of classroom outside of traditional boundaries

· New method of presenting technique and theory (using Doom for system administrators)

· Simulate real-life situations

· Better create knowledge via collaboration

· Naturalistic way to cross disciplines

· Simulations
· Demonstration of concepts

· Mockups of space and art

· Exploratory learning

· National/international collaboration

· Immersing yourself in a simulation or a professional situation which you couldn’t “test” in real life (unethical, dangerous)

· Fully immersive experience

· Allows for simulations of real world problems that take the risks and costs out of a real world simulation

· New social learning environment for communicating and learning at a distance

· Immersive simulations

· Track and measure learning processes

· Sustain engagement and learner persistance

· Engage multiple learning styles
· Teach 21st literacies, cognition, and content area learning
· Explore virtual environments (historical, molecular, etc)

· Teach teamwork

· Motivate learning

· Scaffold learning

· Make learning fun and interactive

· Simulations and scenarios that can’t otherwise be run in classrooms
· Simulations

· Simulation experience

· Teamwork/playing/distribution of responsibilities

· New experience of contexts

· Complexity and interaction of systems

· Potential for more interaction

· No limited to size of class/classroom
· Interaction with others

The Bad: What issues of concern surround the discussion about games in higher education?

· Engages some learning styles more than others

· Games are not about learning content or at least not content-focused

· What does an engaging serious game look like?

· “We” (our culture) aren’t ready to take them (games) seriously as a learning tool
· Transfer of knowledge 

· Assessment!

· Being made to look foolish

· Game-divide

· Technology cost to students

· Distraction

· Technical barriers

· Doing something in a game you could do face-to-face with your class

· How will students feel about going in to learn in a game they enjoy? Will they feel that teachers are invading their space, where they go to escape?
· Focus away from learning and more on competition/fun?

· Barriers/bias vs non-gamers?

· How do we assess/evaluate?

· Technology taking precedence
· Assessment/control

· What questionable messages (moral? ethical?) are conveyed by the games being made by industry? Very worrying!!

· Games are not content focused!

· Amount of time it takes to play a game. How can you get everything done?

· Waste of time and money

· Not achieving instructional or educational goals, intended or unintended

· Just another stupid educational game

· Cost/benefit ratio, even if game is good

· Distraction – possibility of getting <can’t read> or wasting time
· Not playing game in the way we wanted/intended

· Cooperation issues? Gaming persona lets players be harsher/more aggressive

· Hard to implement: Not all students familiar with gaming; learning curve

What are the major barriers to progress?

· Cost/barrier of equipment cost

· Games right now are expensive to develop

· Amount of time it takes to develop a good game

· Bias against gaming

· Expense?

· Time, money, expertise in game development

· Training costs-Second Life and others require quite an effort for training

· Smaller schools don’t have the resources to create custom games

· Buy or build? (We don’t have $$ to build)

· Cost of game development

· Lack of models

· High initial investment (for scripting, producing the game)
· Difficult to assess the students’ performance

· High amount of time to invest
· Technophobia among administrators (and faculty)

· Academic snobbery

· Lack of (and expense of) infrastructure and development

· Too many other challenges in higher ed to confront

· Technology availability and related limitations

· “Stigma” that games are not sophisticated tools for learning

· How do we convince faculty/higher administration it is scholarly?

· Cost of computer capable of running a massive game is a barrier.

· Time

· $$-both for institutions and students

· Age

· Resistance to radical change

· Contact evolution of technology

· Cost

· Training

· Resistant university officials-not willing to fund

· Learning curve—tools

· Unsure if efforts are worth the outcomes

· $$ infrastructure

· Inertia

· Training

· Use of appropriate games

· Conservative academic culture

· Finding/developing educationally appropriate games

· Proving educational value

· Making time in curriculum

· Evaluating student performance

· Overcoming sense that games are educational

· $$

· Funding

· Time

· Lack of large-scale understanding of benefits

· Expense

· We don’t know what a good educational game looks like (has to be fund and teach “content”)

· Momentum of the current paradigm; perceived need for change is not as compelling as K-12)
· Expertise needed--technical, process, pedagogical, content—to develop

· Time to develop: long-term goal, released time

· Classrooms and roster and timetables are all set in advance and not flexible
