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LET’S GET INTO GAMES !!!

• How many of you play board or video games ?

• How many have kids that play either ?

• How many of you teach ?



GAME MECHANICS ARE MUCH
LIKE TEACHING TACTICS

• FOOTBALL is a game that you are most likely familiar with ...

• E.g. – The goal of football may be described as 
a team trying to move a ball down the field and across an end line

• What about “international football” ( or what we call SOCCER )

• These are both games but the “MECHANICS” of GAMEPLAY are 
considerably different

• You use TEACHING TACTICS to implement your TEACHING 
METHODOLOGIES



WHAT IS A GAME MECHANIC?

• Anything one DOES in a game is called a MECHANIC 
( or FUNCTION )

• Although there are “Standard Conventions”, 
all games have different Mechanics

• Fortunately most games begin with an “Orientation” 
where the player learns the basic mechanics of that game.



1ST PERSON SHOOTER GAMES

•Medal of Honor
ORIENTATION USING A KEYBOARD

•Halo
IN GAME-PLAY USING A CONTROLLER

Ideal Game Mechanic for use 
DRILL & PRACTICE, and PROCEEDURAL
type LEARNING

http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-GAMES/MedalOfHonor_training.mp4
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-GAMES/HALO-GIRLS.mp4


STRATEGY AND SIMULATIONS

•ZOO TYCOON
X-Box controller

•TENNIS
Wii CONTROLLER

Ideal Game Mechanic for use 
for SUMMITIVE EVALUATION, 
PRACTICE, and EXPERIENTIAL LEARNING

http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-GAMES/ZOO_TYCOON2.mp4
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-GAMES/WiiTennis.mp4


ROLE-PLAY ADVENTURE GAME  (RPG)

•SYBERIA
X-Box controller

• CONTENT
• MAPS & LEVELS
• STORY LINE
• ORIENTATION
• BEGIN GAME-PLAY

Ideal Game Mechanic for use for DISCOVERY & PBL Learning

Presenter
Presentation Notes
For SYBERIA:BEGINS by setting the MOOD and introducing the CHARACTERSWHEN DOES THE CUT SCENE END AND GAME PLAY BEGIN?WHEN YOU MOVE YOUR AVATAR(KATE), YOU FIND THAT DIFFERENT THINGS APPEAR AT DIFFERENT LOCATIONSTHIS MEANS THAT YOU HAVE TO REALLY PAY ATTENTION TOWHAT IS HAPPENING ON THE SCREEN AT ALL TIMESDIFFERENT SYMBOLS MEAN DIFFERENT THINGSTHE PLAYER MUST DEVELOP A STRATEGY OF EXPLORATION AND ALSO TRIAL AND ERRORTO TALK TO A HOTEL CLEARK:    1 MOVE TOWARD THE DESK    2 PRESS THE “A” BUTTON WHEN YOU SEE THE MAGNIFY GLASS    3 PRESS THE “A” BUTTON WHEN YOU SEE THE HAND TO PICK UP THE KEY    4 PRESS THE “B” BUTTON WHEN TO SEE YOUR INVENTORY    5 PRESS THE “A” BUTTON TO SELECT THE KEY    6 MOVE THE CURSOR TO A LOCATION WHERE YOU SEE THE “ACTION” SYMBOL    7 ONCE THE KEY WINDS    8 MOVE THE CURSOR TO THE RED BUTTON    9 ONCE THE “ACTION” SYMBOL IS OVER THE BUTTON   10 PRESS THE “A” BUTTON TO ACTIVATE THE AUTOMATIC BELL RINGER   11 LISTEN TO THE HOTEL CLEARKTHE PLAYER  CAN CHOOSE WHEREVER THEY WANT TO GO AS LONG AS THEY HAVE ACCOMPLISHED NECESSARY TASKSIF SUFFICIENT TASKS ARE NOT ACCOMPLISHED, THE PLAYER MAY FACE MANY REDUNDANCIES AND FRUSTRATION UNTIL THEY STUDY THE ENVIRONMENT MORENOTICE THAT WHEN KATE CHECKS OUT HER OWN LUGGAGE THE OPTIONS CHANGE ON THE CONVERSATION OPTIONSKATE ALSO MUST TALK TO THE CLEARK AND HAVE HIM TELL THE BOY TO LEAVE … THUS MAKING HIM THROW THE COGS ON THE FLOORKATE THEN HAS THE OPTION TO PICK UP THE COGSWHEN SHE GOES TO THE CHURCH SHE FINDS OTHER STUFF THAT ULTIMATELY ALLOWS HER TO USE THESE THINGS TO GAIN ACCESS TO THE MAIN GATE IMPORTANT IN THE STORY 

http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-GAMES/SYBERIA_COGS.mp4


LIVE –ACTION ROLE-PLAY (LARP)

•Harmony 
High 
School
Trial Run

• CONTENT & RESOURCES
• MAPS & LEVELS
• STORY LINE
• ORIENTATION
• BEGIN GAME-PLAY

Ideal Game Mechanic for use in a Classroom 

Presenter
Presentation Notes
Begin with the CONTENTScope & Sequence the ContentUse Bloom’s Master Design Chart (MDC) to PrioritizeUse Gagne’s Learning Hierarchies to Sequence within the MDCUse the Sorting Function to couple the content to specific Game Mechanics

http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-PIX/SUNDIAL_MDC_HILITE.jpg
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-PIX/CONTENT-CARDS.jpg
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-PIX/HARMONY%20CLSRM-DRESSED.jpg
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-PIX/OBSERVATION.jpg
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-VIDEOS/SEQ_1.mp4
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-VIDEOS/SEQ_2.mp4


IMPORTANT LEARNING GOALS

• WHY IS KNOWING WHAT IS DIRECTLY OVERHEAD 
(MY “ZENITH”) SO IMPORTANT ?

• COMPARE RESPONSES FROM DIFFERENT GROUPS 

• CAN YOU RELATE THE “FACTS ON THE CARDS” TO THE STORY ?

• HOW CAN YOU OBSERVE WHAT LATITUDE YOU ARE AT ?

• HOW CAN YOU OBSERVE WHAT LONGITUDE YOU ARE AT ?

http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-VIDEOS/SEQ_6.mp4
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-VIDEOS/SEQ_7.mp4
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-VIDEOS/SEQ_10A.mp4
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-VIDEOS/SEQ_24.mp4
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-VIDEOS/SEQ_25.mp4


MY “SUNDIAL” LESSON 
FLOW & TIMING

1. ORIENTATION
2. SIMPLIFIED TRIAL PLAY
3. BEGIN THE “STORY”
4. WORK THROUGH THE MAP 

(Gagne’s Hierarchy & Dale’s Cone of Experience)
5. Gather information to attack the primary BOSS QUESTION 

(How do you know WHERE you are & what TIME it is?)
6. Demonstrate the GLOBE/EARTH’s REVOLUTION around the SUN

(highlighting Equinoxes, Solstices, Shadows, Noon, etc.)
7. Describe parts of a SUNDIAL – both Static and Analemmic

http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-VIDEOS/SEQ_27.mp4
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-PIX/SIMPLE%20SUNDIAL.jpg
http://www.appeldesign.com/ACADEMICS/AECT_2018_PRESIDENTIAL/MECH-PIX/COMPLEX%20SUNDIALS.jpg


REFLECTIONS

• The SCOPE of this content should cover 5 days
• The SEQUENCE could better be sub-divided into LEVELS for each day
• Homework would allow for elaboration by the students each day on what 

they researched beyond the information on the cards
• CHALLENGE QUESTIONS could be given to each group to “solve” amongst 

themselves before offering them to the class
• The GROUPS should be made up of students with specific skill strengths in 

either Science (Physics & Engineering), Geography (Life Sciences), or 
Astronomy

• As CARDS are “played” they should go into a box to identify points (score)
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