Serious Games Summit
MONDAY (10/30) NOTES

8:30AM- Serious Games in the Age of Media Convergence and Collective Intelligence (Key Note Address) by Dr. Henry Jenkins

· There is an assumption on the part of the commercial gaming industry, an assumption they are propagating, that serious games are not really games.

· A Convergence Culture is where old and new media collide.  It is a cultural process and NOT a technological one, a sort of logical convergence.

· Convergence Culture is Dr. Jenkins’s new book.

1. Convergence (def.) is a cultural rather than a technological process.  We now live in a world where every story, image, sound, idea, brand, and relationship will play itself out across all possible media platforms.

2. In a networked society, people are increasingly forming knowledge communities to pool information and work together to solve problems they could not confront individually.  We call that collective intelligence.

3. We are seeing the emergence of a new form of participatory culture (a contemporary version of folk culture) as consumers take media into their own hands, reworking its content to serve their personal and collective interests.

4. We are acquiring skills now through our play, including our game play, which will later apply towards more serious ends.

· Through Collective Intelligence/Knowledge Community, we solve problems together that are too hard to solve alone.  In this “participatory culture,” people are personalizing media.

· Click HERE for notes/PowerPoints from the various speakers in the conference.

· There are skills acquired from games that will be applied later towards more serious ends, thus gaming is valuable culturally and socially.

· Factors shaping the Serious Games Movements:

1. The Super Mario Generation Comes of Age

2. The Pedagogical Value of Play

3. The Rise of Games Studies Programs

4. The Push Towards Indie Games

· Labyrinth is a web-based game designed to improve math and science literacy for middle school students.  Your cat runs away down a tunnel into a mystical underworld with monsters, which you must disguise yourself to avoid.  The objective is to use math and science to solve intermediate puzzles to ultimately find your cat.

· In the unique environment of gaming, players are encouraged to take risks, be active participants, and to reason using trial and error.

· It is difficult to package a game that focuses exclusively on one content area.  Designers should furthermore avoid being boxed in by one discipline and seek to integrate content using a interdisciplinary approach.

· Singapore MIT International Game Lab (SMIGL) is a forerunner in the development of games.

11:00AM- Learning About the World Via Games: The Game Designer Project by Katie Salen (chief designer), Eric Zimmerman, and James Paul Gee 

· We are in an age where kids don’t just consume knowledge, they produce it.  Game design itself then becomes a learning objective.  “Thinking like a designer is a characteristically modern way to think.”

· Instead of learning from a serious game how to do something, there was increasingly a push and realization that there is value in having a person make a serious game.

· The objective of Game Designer as an application is not to get kids to become game designers but for them to learn about the content by thinking as designers, a form of thinking that will carry over to many different areas.  The emphasis is also not on programming, but again on game design.

· There is a new kind of literacy to be had from game design, as students are driven to go out and seek other things before coming back to the game to play again.  In other words, students will “read” the game and determine what various things represent.

· Game design (def.): it is not programming, nor visual design; it is instead creating the rules of the game.  Even in a board game, the game design is what tells you how to win, how to set up the game, what to do when it’s your turn, and other things concerning the content and rules of the game.  The rules become the experience of the game, the issue of literacy.

· Gaming leads students to use other types of media in order to perform better in the game, which simultaneously improves their literacy in key areas.

· In industrialized countries, information is mediated by networks of information and the feeling that this way of interacting and thinking will become more pervasive and important in our lives.  The idea then with game design is that it creates a sort of laboratory for this kind of thinking.  The game creates a way of embodying this complex way of thinking.

· Game designers make rules and procedures working while working with the content.  They must use logic, mathematics, storytelling, analysis, thinking in terms of systems, and so on.

· “Design involves, for an object, process, or system, inventing, planning, and developing a plan while considering aesthetic structural, and functional elements using research, modeling, iterative….”

· “Games are made out of structures ad rules that are assigned meanings/functions by players in order to solve challenging problems using strategic thinking under conditions where failure is not so consequential that exploration and risk taking is discouraged.  The designer seeks to understand the rules-to-meanings/functions-conversion process well enough to allow emergent properties to occur in game play, which essentially is designing for a system that allows for open/new meanings.  The designer needs a model of the human….”

· Themes: gaming literacies, reading and modding, world-building, systems thinking, computational literacy

· “The Factory:” audience is middle to high school students built in Flash and available/interactive through the web made accessible to older computers.  Players become “Game Mechanics” because the factory is producing out-moded games and the students are apprentices who will ultimately become masters.  It has a Anime look to it.  The creatures are game components.  The factory dispenses capsules that contain creatures and rule sets.  Sampson, the master mechanic provides an avatar through which an adult can provide feedback through an IM type interface.  You work your way up to be part of the Council of Master Mechanics at what point you will offer feedback/council, so that the objective is that there will be continued play/participation over a longer-term.  Players can, at a point, begin to modify the attributes of the creatures and save them to be used in capsules.  The target is not intended for the classroom, rather for after-school programs.  The game design module is available HERE.

· Game Designer (which is the environment in which “The Factory” is developed), developed by Game Lab, has been funded by the McArthur Foundation.

· Video games are a pathway for boys to gain an orientation into information technology, but it has not traditionally provided the same function where girls are concerned.

· There is a key question: where does this fit into a child’s life?  How does it work for them?  What does it mean to them?  What is it that they can take away from the act of game design?

· The objective is not to create innovative game design, but to create a platform through which learning can occur as a bi-product of game design.

· “There are core literacies married to the practice of game design that cannot be found anywhere else.”

1:30PM- Group Gathering: K-16 Education, moderated by Ian Bogost

· The participants posed a list of approximately 15 key issues in the education sector.  The primary issues discussed include the following:

· How can an organization get its material into the classroom where it can be used by students and teachers?

· How can assessments be conducted when the instruction is delivered by way of games?

· The main value of this group gathering were two relevant contacts made:

· Lauren A. Davis, who works at a non-profit organization, whose primary focus is promote student game development and house the final products for free use by anyone.  She mentioned that we could contact her or later submit our work to Hidden Agenda to be added to the repository.

CONTACT INFO:

Lauren A. Davis, Program Director of Stealth Education

The Liemandt Foundation

4910 Avenue G

Austin, TX 78751

512-751-2946

lauren@liemandt.org
· Tom Choi, who works in developing programs for younger students; his organization had one million hits on its web site last month; their feature product is Wonderville.ca.  He mentioned that we could contact him with questions.

CONTACT INFO:

Tom Choi, Manager of Digital Incentives

Science Alberta Foundation
Suite 260

3512 33rd Street, NW

Calgary, Alberta T2L 2A6

403-220-0077, ext. 236

fax: 403-284-4132

tomc@sciencealberta.org

2:30PM- Games Based Learning in the Classroom: How it can Work! by Helen Routledge

· The PowerPoint slides are available HERE.  A link to Future Lab was placed in the final version of the PowerPoint shown in the conference; it is available HERE.

· The presentation was primarily read from the slides.  A video was shown in the presentation, which is available HERE.

