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	EDCI 55600 Syllabus
Educational Video Game Design



Instructors
Dr. Bill Watson, Professor
Learning Design and Technology Program
Department of Curriculum and Instruction
Email: brwatson@purdue.edu

Nursah Yakut, Doctoral Student
Learning Design and Technology Program
Department of Curriculum and Instruction
Email: nyakut@purdue.edu 

Instructor’s online hours
Dr. Watson will be available via email, and will respond as soon as he is available (generally within 24-48 hours). When participating in the online discussions, your instructors will check in a minimum of 5 times per week. Keep in
mind that it is not possible for the instructors to respond to every single posting every week (nor is it pedagogically
appropriate), but we will be sure to respond to a variety of postings and students each week and attempt to assure equality in responses to students. If you feel you are being neglected in any way, please contact the instructor.

Virtual office hours 	
Virtual office hours will be held by appointment to discuss questions related to weekly readings, assignments, or other aspects of the course. Please do not hesitate to reach out to schedule an appointment. I’m more than happy to hold virtual meetings, but you need to reach out to make it happen!

Course website
Brightspace Learn is our course management system. You can access the course website at https://purdue.brightspace.com. It is strongly suggested that you explore and become familiar with the site navigation, as well as the content and resources available for this course. 

Course description
This course has been designed to provide you with an introduction to the design of educational video games. Video games have been gaining increased recognition as potentially powerful media for engaging and effective learning.

The focus of the course throughout the semester will be on two areas: 1) the learning, instructional design, and game design theories that can inform the design of effective and engaging educational computer and video games, and 2) how to apply those theories within practical settings. Key theories will be introduced through course readings and discussion. Students will be asked to play and analyze educational games outside of the classroom. Students will apply the theories through the design of their own educational computer or video games.

Course goals & philosophy
· Become comfortable with the history, concepts, terminology, culture, and classification of educational video and computer games.
· Explore current research on educational computer and video games.
· Examine learning, instructional design, and game design theories for relevance to the design of educational computer and video games.
· Apply theory by designing, developing, and implementing a prototype of an educational computer or video game as teams. 

As a “hot” but relatively lightly explored area of research, the design of educational games is exciting as so much remains to be learned regarding the design of effective and engaging games educational games. This course will therefore ground itself by providing students with knowledge regarding the foundational basis behind games, instruction, and the learning theories that inform effective instructional design.

You will learn through firsthand experience of current educational video games, provide your own perspectives on these games as well as successful commercial games, and apply the theoretical foundations by designing your own educational computer or video game for a specific, real, learning context.

Finally, please do your best to gain as much as possible from this course. This means not only engaging in discussions but also engaging with the material and the course itself. I ask that you actively reflect on the topics we will cover and apply your own unique experiences to understanding the topic and communicating your particular viewpoint and understanding of the topic to the rest of the class.

Course readings and resources 
Required Text:  
Kalmpourtzis, G. (2019). Educational game design fundamentals: A journey to creating intrinsically motivating learning experiences. Boca Rotan, Florida: CRC Press.

Additional Readings: 
Additional course readings are listed at the end of the syllabus and are available in Brightspace.

Format of the course
Course activities and assignments are designed to help you develop the knowledge, strategies, and attitudes needed to become effective ID practitioners. Learning experiences revolve around two major activities: 1) the analysis and synthesis of, and reflection on, ID case studies, and 2) ongoing reflection on the development of your ID expertise. Course activities are completed individually, in small groups, and through participation in whole class discussions. As much as possible, this course is designed to reflect the real world of instructional design. This underlying goal is evident in both the structure and the assignments for this course. 
Assignments
You will complete both individual and group projects throughout the semester. See individual assignment descriptions in Brightspace for further assignment details. 
1)	Discussions	25 points
2)	Educational Game Analysis	15 points
3)	Game Pitch                                                                                                                        10 points
4)   Game docs	 25 points
5)	Game prototype	15 points
6)   Game Test report                                                                                                               10 points
Total: 	100 points	
Educational game analysis (15 points): Students will analyze an educational game (or an entertainment game to be adapted for educational purposes) and identify its learning objectives, underlying rule set and game logic, as well as how well it adheres to qualities of meaningful play. They will identify components that add and take away from engagement with the game as well as components which aid and impede learning. They will analyze any accompanying implementation support and/or compose their own suggested game implementation and support documents, capable of guiding the effective educational usage of the game. Finally, they will write up a game analysis report that gives a thorough review of the game.

Game Pitch (10 points): Students will create a game proposal pitch document that outlines their vision for their game.

Game docs (25 points): Students will complete all design documentation for an educational video game, including such elements as storyboards, art dictionary, narrative description, 30-second game play description, rule structure, dialogue, and implementation materials.

Game prototype (15 points): Students will create a functioning (does not need to be self-automated) prototype of their educational video game that can be play-tested. 

Game test Report (10 points): Students will implement the game and do a formative evaluation on the game, making recommendations for its improvement. They will write up a formative evaluation report on the prototype and present an oral version of the report in class.

Miscellaneous course activities and discussion (25 points): Students will be asked to complete various reflections and participate in weekly classroom discussions and activities. 

Grading Scale

	A
	94 - 100% of points

	A-
	90 - 93% of points

	B+
	87 - 89% of points

	B
	84 - 86% of points

	B-
	80 - 83% of points

	C+
	77 - 79% of points

	C
	74 - 76% of points

	C-
	70 - 73% of points

	D+
	67 - 69% of points

	D
	64 - 66% of points

	D-
	60 - 63% of points



Policies
Students who would like to use components of previous coursework as part of an assignment may do so at the discretion of the instructor. Students in this position must first ask permission from the instructor and outline how the previous work will be incorporated into the current assignment.
 
Because this course considers a wide variety of theories, conceptual constructs, and explanations related to human development, you will very likely encounter positions and perspectives with which you do not necessarily agree, and which may run counter to your views of the world. It is important that you understand a broad variety of different explanations of how humans develop, interact, and make important decisions in their lives; but the adoption of any one position or explanation is not the purpose of this course.

Submitting assignments for grading. Your assignments should be clear, complete, coherent, and professional in appearance.  Assignments must be word-processed (double-spaced, please!). The ability to communicate clearly and effectively with a variety of people (clients, managers, design team members, etc.) is critical to your success as an instructional designer. Your assignments will be evaluated from this perspective.  Proofread written assignments carefully. Assignments containing frequent errors in spelling, punctuation, syntax, etc. will receive a 10% score reduction.
Time management.  Deadlines are an unavoidable part of being an instructional designer and this course is no exception.  Avoid any inclination to procrastinate.  To encourage you to stay on schedule, due dates are listed for each assignment; 20% of the total points will be deducted for assignments received 1-6 days late; assignments received more than 1 week late will receive 0 points. NOTE: Group assignments cannot be submitted, for credit, after the due date.  
Incompletes.  “I” grades will be given only in very unusual circumstances.  To receive an “I” grade, a written request must be submitted prior to week 5 and approved by the instructor.  The request must describe the circumstances, along with a proposed timeline for completing the course work. You will be required to fill out and sign an “Incomplete Contract” form that will be turned in with the course grades.  
EMERGENCY STATEMENT
In the event of a major campus emergency, course requirements, deadlines and grading percentages are subject to changes that may be necessitated by a revised semester calendar or other circumstances. Any changes in this course will be announced on our course Website.

AI POLICY
AI tools are available, but acceptable use of them is an organic issue. I simply ask that you notify me of your use of AI in this course so that we can discuss it and potentially educate each other and other course participants while doing so. Additionally, please document when used by identifying the platform utilized, a description of what it was used for, and what prompts were used.  Failure to notify me and document will be considered an incident of academic dishonesty and all suspected incidents of academic dishonesty will also be referred to the Office of Student Rights and Responsibilities for further review of the student's status with the University, which may include being separated from the University. I encourage you to use GoogleDocs or a similar tool to keep a chronological record of all writing and edits to your documents. This is good practice regardless of AI. 

ACADEMIC INTEGRITY STATEMENT
Academic integrity is one of the highest values that Purdue University holds. Individuals are encouraged to alert university officials to potential breaches of this value by either emailing integrity@purdue.edu or by calling 765-494-8778. While information may be submitted anonymously, the more information is submitted the greater the opportunity for the university to investigate the concern. 

NONDISCRIMINATION STATEMENT
[bookmark: _Int_RTwToeVc]Purdue University is committed to maintaining a community that recognizes and values the inherent worth and dignity of every person; fosters tolerance, sensitivity, understanding, and mutual respect among its members; and encourages each individual to strive to reach his or her potential. In pursuit of its goal of academic excellence, the University seeks to develop and nurture diversity. The University believes that diversity among its many members strengthens the institution, stimulates creativity, promotes the exchange of ideas, and enriches campus life. See Purdue’s full Nondiscrimination Policy Statement .

DIS-ABILITY RELATED ACCOMODATIONS
Purdue University strives to make learning experiences accessible to all participants. If you anticipate or experience physical or academic barriers based on disability, you are encouraged to contact the Disability Resource Center at: drc@purdue.edu or by phone: 765-494-1247, as soon as possible.
If the Disability Resource Center (DRC) has determined reasonable accommodations that you would like to utilize in my class, you must release your Course Accommodation Letter to me. Instructions on sharing your Course Accommodation Letter can be found by visiting: https://www.purdue.edu/drc/students/course-accommodation-letter.php  Additionally, you are strongly encouraged to contact me as soon as possible to discuss implementation of your accommodations.

CLASS ATTENDANCE STATEMENT 
Purdue University policy states that all students are expected to be present for every meeting of classes in which they are enrolled. All matters relative to attendance, including the make-up of missed work, are to be arranged between you and the instructor. Only the instructor can excuse you from classes or course responsibilities. In the case of an illness, accident, or an emergency, you should make direct contact with your instructor as soon as possible, preferably before the class. If the instructor cannot be reached directly a message should be left in the instructor’s department mailbox or with the instructor’s secretary. If you will be absent for more than five days, have not been able to reach the instructor in person or by telephone or through leaving notification of your circumstances with the instructor's secretary, you or your representative should notify the Office of the Dean of Students (765-494-1254) as soon as possible after becoming aware that the absence is necessary. Be advised, you may be asked to provide documentation from an authorized professional or agency which supports an explanation for your absence. Please see Purdue University Senate Policy on attendance: http://www.purdue.edu/univregs/pages/ac_regs_pro/classes.html.


MENTAL HEALTH AND WELLNESS
If you find yourself beginning to feel some stress, anxiety and/or feeling slightly overwhelmed, try WellTrack. Sign in and find information and tools at your fingertips, available to you at any time. 

If you need support and information about options and resources, please contact or see the Office of the Dean of Students. Call 765-494-1747. Hours of operation are M-F, 8 am- 5 pm.

If you find yourself struggling to find a healthy balance between academics, social life, stress, etc. sign up for free one-on-one virtual or in-person sessions with a Purdue Wellness Coach at RecWell. Student coaches can help you navigate through barriers and challenges toward your goals throughout the semester. Sign up is completely free and can be done on BoilerConnect. If you have any questions, please contact Purdue Wellness at evans240@purdue.edu.

If you’re struggling and need mental health services: Purdue University is committed to advancing the mental health and well-being of its students. If you or someone you know is feeling overwhelmed, depressed, and/or in need of mental health support, services are available. For help, such individuals should contact Counseling and Psychological Services (CAPS) at 765-494-6995 during and after hours, on weekends and holidays, or by going to the CAPS office on the second floor of the Purdue University Student Health Center (PUSH) during business hours. 

COURSE EVALUATION STATEMENT
During the last two weeks of the semester, you will be provided with an opportunity to evaluate this course and your instructor(s). Purdue now uses an online course evaluation system. Near the end of classes, you will receive an official e-mail from evaluation administrators with a link to the online evaluation site. You will have up to two weeks to complete this evaluation. Your participation is an integral part of this course, and your feedback is vital to improving education at Purdue University. You will each receive 5 bonus points if 90% of the class completes the evaluation before the final class meeting. I strongly urge you to participate in the evaluation system



Additional Readings 
Agosto, D. (2004). Girls and gaming: A summary of the research with implications for practice. Teacher Librarian, 31(3), 8-14.
Amory, A. (2007). Game Object Model version II: A theoretical framework for educational game development. Educational Technology Research & Development, 55(1), 51-77.
Collins, J. (1997). Conducting in-house playtesting. Gamasutra. Accessed at: http://www.gamasutra.com/view/feature/131619/conducting_inhouse_play_testing.php 
Dickey, M. D. (2005). Engaging by design: How engagement strategies in popular computer and video games can inform instructional design. ETR&D, 53(2), 67-83.
Federation of American Scientists. (2006). Harnessing the power of video games for learning [Electronic Version]. Retrieved June 24, 2007 from http://www.fas.org/gamesummit/Resources/Summit%20on%20Educational%20Games.pdf.
Garris, R., Ahlers, R., & Driskell, J. E. (2002). Games, motivation, and learning: A research and practice model. Simulation & Gaming, 33, 441-467.
Kafai, Y.B., & Burke, Q. (2015). Constructionist gaming: Understanding the benefits of making games for learning. Educational Psychologist, 50(4), 313-334. DOI: 10.1080/00461520.2015.1124022
Laitinen, S. (2005). Better games through usability evaluation and testing. Gamasutra. Accessed at: http://www.gamasutra.com/view/feature/130745/better_games_through_usability_.php 
Malone, T. W. (1980). What makes things fun to learn? Heuristics for designing instructional computer games. Paper presented at the 3rd ACM SIGSMALL Symposium / 1st SIGPC Symposium on Small Systems.
Papert, S. (1998). Does easy do it? Children games and learning. Game Developer (June), 88.
Reigeluth, C.M. & Myer, R.D. (2013). Serious Game Design Report. Report for the US Air Force Research Laboratory.
Rieber, L. P. (1996). Seriously considering play: Designing interactive learning environments based on the blending of microworlds, simulations, and games. Educational Technology Research and Development, 44(2), 43-58.
Salen, K., & Zimmerman, E. (2004). Rules of play: Game design fundamentals. Cambridge, Massachusetts: The MIT Press.
Sandford, R., Ulicsak, M., Facer, K., & Rudd, T. (2006). Teaching with games. COMPUTER EDUCATION-STAFFORD-COMPUTER EDUCATION GROUP-, 112, 12.
Van Eck, R. (2006). Digital game-based learning: It's not just the digital natives who are restless. Educause (March/April), 16-30.
Watson, W. R. (2010). Once upon a time: The role of stories in educational video games. In D. H. Andrews, T. D. Hull & K. DeMeester (Eds.), Storytelling as an instructional method: Research perspectives (pp. 105-118). Rotterdam: Sense Publishers.
Watson, W.R. & Fang, J. (2012). PBL as a framework for implementing video games in the classroom. International Journal of Game-Based Learning, 2(1), 77-89.
Young, M.F., Slota, S., Cutter, A.B., Jalette, G., Mullin, G., Lai, B. … Yukhymenko, M. (2012). Our princess is in another castle: A review of trends in serious gaming for education. Review of Educational Research, 82(1), 61-89.  




Tentative Schedule (subject to change, see course website)

	Week
	Topic & Readings
	Readings & Assignments (due by 8am ET Monday of that week)

	Week 1
	Introduction to the course. 
What are Games and Simulations? How to classify them.
Instructional games and learning. Learning theory. Instructional design theory.
	Required: 
Kalmpourtzis: Introduction &  chapters 1-4

Optional: De Freitas, pp. 1-24 & 52-53. Federation of American Scientists (skim). 
Becker. Van Eck, 2006.

	Week 2
	Introduction to the design of educational games. Game analysis. Design workshop.
Motivation, engagement, & competition.
	Required: Kalmpourtzis: chapter 5-6
 
Optional: Reigeluth & Myers. Rieber. Malone. Garris, Ahlers, & Driscoll. 

Educational Game Analysis 

	Week 3
	Defining the underlying rule-set. Design process. Development toolkits, game mods. Design documents, & UML.

	Required: Kalmpourtzis: chapter 7, 11, 12, & 14

Pitch Document

	Week 4
	Challenge, difficulty, & feedback.
Narrative & interactivity. 
Gender & player types. 
	Required: Kalmpourtzis: chapters 9 & 10; Watson.

Optional: Salen & Zimmerman, pp.376-419 (Chapter 26: Narrative Play). Papert. Agosto. 

Design documents Draft (ungraded)


	Week 5
	Educational game implementation.
Prototyping. Interface design & testing. 
 
	Required: Kalmpourtzis: chapter 8 & 13

Watson & Fang. Laitinen. Collins.  

Optional: Sandford, Ulicsak, Facer, & Rudd.

Draft Prototype (ungraded)

	Week 6
	Level & multiplayer design issues. 
Learning through Game-making. 

	Optional: Kafai & Burke.

	Week 7
	Future of educational games and their culture. 
	Required: Kalmpourtzis: chapter 15

Optional: Dickey. 

Design Documents

	Week 8

	Research on educational games. 
Course wrap-up and lessons learned. 
	Optional: Ke; Young, et al. 

Game Prototype and Test Report
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