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CHALLENGES IN MEANINGFUL
PLAY DESIGN?



CHALLENGE #1:

Making “good” games is hard.
Making “good” serious games is
even harder!



There is no
“unified theory”
of game design.
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Start here!
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CHALLENGE #2:

Make the game fun (or engaging)
while achieving the serious
outcomes!



Stealth Learning



HEART OF SERIOUS GAME DESIGN

Theory Content

Serious
Games

Game Design

SERIOUS GAMES MUST BALANCE THESE (SOMETIMES CONFLICT) PERSPECTIVES



CHALLENGE #3:

Assessing learning is difficult.



ASSESSMENT

« Have clear goals
e Traditional forms of assessment

e Integrated assessments



“Games parallel progressive
educational pedagogy, such as
active learning, constructivist

learning, problem-based learning,
and authentic professionalism. ”

James Paul Gee. What Video Games Have to Teach Us About Learning and Literacy.
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