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UNIVERSITY OF Understanding Video Games We've just described some of Colonization's f‘\‘ 00
SEEEe A LB E RTA by Leah Hackman, Sean Gouglas race-based game mechanics. These -' :

mechanics are used to... Jrw—"
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i 2 2 Understanding Video Games: Week One a)

UNDERSTANDING Greetings UVG students and welcome to the University of Alberta’s first

VIDEO GAM ES offering of this course. C)

D] 2] I il ] Sex as Mechanic (24:5
Q As of this weekend we have well over 10,000 students registered and | am narrat Hing i .
sure this number will increase in the coming weeks. Let your friends and fellow E)
COURSE gaming enthusiasts know, as they can jump in at any time during the duration

of this 11-week course. We have been talking for a while about running a
MOOC about understanding video games given the breadth and depth of
knowledge and expertise we have here at UAlberta, so we are excited to get
underway. UAlberta already offers a Certificate in Computer Game
Development, which we are very proud of, so we believe the UVG MOOC is a
great way to share more of our expertise with the world. We have an incredible
range of topics and material to cover, and | hope that this course gives you a
better understanding of video games in society today.

Announcements

I~ 4 0%

UAlberta Library Assistance

Video Lectures

LESSON READINGS & RESOURCES

Lesson 1 Resources | will be sending out a weekly letter about the upcoming topic, as well as
drawing attention to interesting things that may be happening on our campus
in that area, or highlighting some of the amazing things that our students and
faculty associated with video games are doing. Speaking of UAlberta
students, | would like to take this opportunity to introduce you to our two
teaching assistants who will be handling a lot of your work and managing the
online discussion forums during this course.

Lesson 2 Resources
Lesson 3 Resources
Lesson 4 Resources

Lesson 5 Resources
Sandra Sawchuk and David Holmes are both UAlberta Master’s students with

Lesson 6 Resources particular interest and expertise in video games. Sandra is pursuing her
Masters in Arts (Humanities Computina) as well as her Masters in Librarv and
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Checkers Is Solved

Jomathan Schaeffer,® Neil Burch, Yngvi Bjdermsson,t Akihiro Kishimoto,$
Martin Milter, Robert Lake, Paul Lu, Steve Sutphen

The game of checkers has roughly 500 billion billien possible positions (5 x 10°°). The task of
solving the game, determining the final result in a game with no mistakes made by cither player, is
daunting. Since 1989, almost continuously, dozens of computers have been working on solving
checkers, applying state-of-the-art artificial intelligence techniques to the proving process. This
paper anncences that checkers & now solved: Perfect play by both sides leads %0 a draw. This is the
mest challenging popular game to be solved to date, roughly cme million times as complex as
Connect Four. Antificial intelligence technology has been used to generate strong heuristic-based
game-playlng programs, such as Deep Blue for chess. Solving a game takes this 10 the next level by

replacing the heuristics with perfection.

nce Claude Shannon’s serminal paper on

the structure of a chess-playing program in

1950 (7), artficial intelligence rescarchers
have developed programs capable of challenging
and defeating the strongest human players in the
world, Superbsnan-strength progrsens exist foe
popular grenes such as chess [Decp Friez (2)),
checkers [Chinook (7)), Ohello [Logistello (4)),
and Scrabble [Maven (5)]. However strong these
progmms are, they are not perfect. Perfiection
implics solving 2 game-—determining the final
result (game-theosetic vakae) when neither player
makes a mistake, There are theee kevels of solving
a game (6) For the lowest kevel, ultmweskly
solved, the perfect-play result, but not a strategy
for achseving that vadae, is known [e.g, i Hex
e first player wins, but for karge board sizes the
winming strategy is not known (7). For weakly
solved games, both the result and a strategy for
achieving it from the start of the game are known
feg, in Go Moku the fisst player wins and a
program can demonstease the win (6)). Stromgly
solved games have the result computed for all
possible positions that can anse in the game [¢.g.,
Awari (8)].

Checkers (B x 8 draughts) is a popular game
enjoyed by millicas of people workdwide, with
many anneal toummaments and a scrics of
There are numerous vanants of the game played
around the world, The game that is popalar in
Noeth America and e (Sormer) British Com-
monwealth has picces (chockers) moving for-
ward one square diagonally, kings moving
forward or backward one square dagonally, and
a forced-capbre rule [see supporting online
material (SOM) text)

Oepartmert of Computing Sclence, Ushmryity of Aberta,
Edmornon, Aberta 166 268, Ginada,

*Te whom orrespondesce thoudd Be addresied. Eoul:
atan@c.caltemaca
1 Present address: Department of Computer Schence, Reyldavic

Univeryity,
Mokhaide, 0418655, Japan.

The effort to solve checkers began in 1989,
and the computations nooded %0 achicve that
result have been running almost continuously
since then. At the peak in 1992, more than 200
processors were devoted 10 the problem simulta-
neously. The end result is one of the Joegest
nesing computations completed 10 dae,

With this peper, we announce that checkers
has been weakly solved. From the starting po-
sition (Fig. 1, top), we have a computational peoof’
that checkers is a draw. The peoof consists of an
cxplicit strategy that never kses—the program
can achicve at least a deww against any opponent,
playing cither the black or white pieces. That
checkers is a draw is not a surprise;
players have compectured this for decades.

The checkers result pushes the boundary of
antificial intelligence (Al). In the carly days of Al
rescarch, the casiest path to achieving high
pesformance was believed 10 be enlating the
human appeoach, This was fraught with diffical-
ty, especially the problems of capturing and
eocoding buman knowlodge. Human-like stra-
opies are not necessanly the best computational
strategics. Perhaps the biggest comtribution of
spplying Al technology to developing game-
playing progmms was the realization that 2
scarch-imtensive (“brute-foece™) approach could
produce high-quality performance using minimal
spplication-dependent knowledge, Over the past
two decades, powerfll scarch techniques have
been developed and swmﬁxlly upphnd o

disks), it has become possible to push the hmits
on the type and swze of problems that can be
solved. Even 5o, the checkers scarch space (5

10™) represents a daunting challenge for today’s

Cmmwoo&nmahadmm
have been done numerous times, Perhaps the

best known s the four-color theorem (9. Thas
deceptively ssmple  conjecture—that given an
arbitrry map with coumtries, you neod at most
four different coloes 10 guamntee that no two
adjoining countrics have the same color—has
boen extrennely difficul 10 prove asalytically, In
1976, a computational peoof was demonstrated,
Beians were skoptical, distrusting proofs that had
Although important compoaents of the checkers
peoof have been independently verified, there
may be skeptics.

This atick describes the background belind
the effoet 10 solve checkers, the methods used for
achseving the result, an angument that the result 5
correct, and the implications of this rescaech. The
computer peoof is online (/0).

Background. The devdopment of a strong
checkers program began in the 19505 with Asthur
Samuel’s picacering work in machine leaming,
In 1963, his program played a match against a
capable player, winning a single game. This
resalt was heralded s a trivenph foe the fledgling
ficld of AL Over time, the result was cxagger-
atod, resulting i claams that checkers was now
“solved™ (3)

The Chinook project began in 1989 with the
goal of building a program capeble of challeng-
ing the workd checkers champion. In 1994,
Chinook camed the right 10 play for the World
Champicaship, In 1992, Woeld Champion Marion
Tinsley namowly defeatod Chinook in the title
match. In the 1994 rematch, Tinsley withdrew
part way due to illness. He passed away cght
months later. By 1996 Chinook was much
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Fig. 1. Black % play and draw, (Top) Standard
starting board. (Bottom) Square numbers used
for move notation.
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Heads-up limit hold’em poker is solved

Michael Bowling," Nefl Burch,’ Michael Johanson,' Oskari Tammelin®

Poker is a tfamily of games that exhibit imperfect information, where players do not
have full knowledge of past ovents. Whereas many perfectinformation games have
beon solved (eg.. Connect Four and checkers), no nontrivial imperfect-information game
played competitively by humans has previously been solved. Here, we armounce that
heads-up limit Texss holdem Is now essentially weakly solved. Furthermore, this
computaticn formally proves the commen wisdom that the dealer in the game holds

a substantial advantage. This result was enabled by a mew algorithm, CFR”, which

is capable of solving extensive-form games orders of magnitude larger than

previously possible.

ames have boen intertwined with the ear-

biest developments (n computation, game

theory, and artificlal intcliigonce (Al). At

the very conception of computing, Babbage

had detaded plans for an “sutomaton”
capable of playing tho-tao-toe and droamed  of his
Analytical Engine playing chess (). Both Turing
(2) and Shannon (3)—on paper aad in hasdware,
respoctively—developed programs 10 play chess
# a moans of validating carly Meas In compu-
tation and Al For more than a half century,
games have continned 50 act as testheds for new
Keas, and the resuling sucoesses have marked
Important milestones In the progress of Al Ex-
amples inchede the chockers-playing computer
program Chinook becoming the first 1o win &
workd dusnpionsiip Stle spuirat dusnans (), Decp
Bue defeating Kasparov in chess (5), and Watson
defeating Jennings and Rutter oa Jeopardy! (6).
Howeves, defeating top human players is not the
sune ax "solving” a pame—that is, congputisg &
game-theoretically optizmal solution that is in-
capable of ksing agzinst any opponent in a fair
pamne, Notalle reilestones in the advancement of
Al have also involved solving gunes, for example,
Commnect Four (7) and checkers (8).

Every nontrivial gzme () played competitively
by humans that has beens solved %o date 3 a
perfect-iaformation gune. [n perfect-information
games, all players are informed of everything
that has occurred (n the game before makinga
decition. Chess, checkers, and backgamenon
are examples of perfect-information games. In
Imperfoct-information games, players do not al-
ways hawo full knowlodge of past events (eg,
cands dealt 10 other players In bridge and poker,
or & seller’s knowledge of the valee of an item in
AN soction). These games are more challenging,
with theory, computational algorithms, and In-
stances of solved games kgging behind results in
the perfect-information setting (20). And &ithough

Department of Computing Scence. University of Aberts,
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perfect Information may be & COmMmOn property
of parior games, It Is far Jess common I real-
world decision making settings. In & conversa
thon recounted by Bromowskd, von Nesmann, the
founder of modem game theory, made the same
ocbsorvation: “Read Me Is not lke that Real Nfe
consists of bluffing, of ltthe tactics of deception,
of asking yourself what ks the other man going to
think I mean to do. And that Is what games are
sbout In my theory” (I1).

Von Newmann's statement hists & the quin-
sessential game of imperfect information: the
game of poker. Foker involves cach player betng
doalt private cands, with players taking struc
tured tums making bets on having the strongest
hand (possibly bluffing), calling cpponents’ bets,
or folding to give up the hand, Poker played an
important role in early developments in the field
of game theory. Borel's (22) and von Neumann's

Fig. L Porticn of the
representation of three-
card Kubn poler (16).
Player 1 s dealt 3 gueen
(Q). and the cpponent is
given edher the jack (J) or
kg (K). Game states are
orcles labeled by the
player acting at each state
("c” reders to chance,
which randomily chooses
the mitisl deal). The
arrows show the events
the acteg player can
choose fom. labeled with
el in-game Mmeaning
The Baves a% square
vertes Bboled with the
550ciated ity for
player | (player 2's utility
i3 the negation of player

(3, 14) foundational works were motivased by
devaloplng & mathematioal rationale for buffing
in poker, and small synehetie poker games (15) weore
commonpiace in many early papers (12, 14, 16, I7).
Poker &s also anpuahly the most popular cand
pamne in the woekl, with mcee than 190 =sillien
players worldwide (18).

The most popalar variant of poker today is
Texas hoiders. When It & played with just two
players (headieup) and with foed bet sizs and a
fived number of mises (Timit), it is called heads-
up limit hold'em or HULHE () HULHE was
popularized by a serics of high stales prewes cheeny
icex] in the book The Professor, the Banker, and the
Swuicide Kirg (20). It is also the smallest variant of
poier played commpetitively by humans, HULNE
has 216 » 107 possibile states the gume can reach,
making it larger than Connect Four and smaller
than checkers. However, because HULHE i an
impesfect-information gune, many of these states
cannot be distinguished by the acting player,
& they involve information about unseen past
ovents (Le., private cands dealt to the oppo-
nent) As a result, the game has 319 = 10™
decksion points where & player Is required to
make & deciston,

Although smaller than dyeckers, the lmperfoct-
information nature of HULHE makes It a far
more challenging game for compusers 50 play
or solve. It was 17 years after Chinook won Its
first game agalnst world champlon Tinsley In
checkers that the compuater program Polaris
won the first meaningful masch sgainst profes-
stonal poker players (27). Whereas Schaetfer ef ol
sodved chockers In 2007 (8), heads up Emit Texas
hold'em poker had remained unsolved This show
progress is not for lack of effort, Poker has been
& challesge problems for antiicial intelligence,
operations research, and psychology, with work
poing back more than 40 years (22); 17 years ago,

15) The states connected Dy thick @ray ines are part of the same information set. that is, player 1 cannot
astinguish betwean the states In each pair Decause they each regresent 3 dMerent unobserved card
Daing caalt 10 the Opponent. Player 25 Stales are S0 In NIOMAtIoN 5405, CONBINING other states not

pictured n this dagram
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Game Development
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Multiple Goals

Meet demand of
UofA students for
the course

Motivation Engagement

‘
O R 55

o

Promote UofA and
Its programs to
broader audiences

Feedback

Promote research
and new teaching
technologies

Results Takeaways



Multiple Audiences

In-class version of
the course

(STS 350)

Motivation Engagement

Online version of

the course
(STS 351)

Feedback

MOOC version of
course
(UVG)

Results Takeaways



Multiple Audiences

UNDERSTANDING
VIDEO GAMES
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Industry Participation

Plot (19:21)

A DIVISION O F E A

Understanding Video Games

Over the last several months, BioWare has been working with the University of Alberta to help create a massive
open online course. Covering topics ranging from mechanics and story to sex and culture, Understanding \

Games explores the impact of games on society.

The 11-lesson course is available online and is free to anyone (there is an associated fee if you want to write
exams and receive credit from your institution). The course features interviews and discussions with several
BioWare developers, including Senior Creative Director Preston Watamaniuk, Editor Karin Weekes, and Artist
Matt Rhodes. Sex as Mechanic (24:52)

\

Each lesson is broken up into a series of short interactive video modules, accompanied by readings and quiz
components. No background is required; the course teaches the terminology and theoretical framework
necessary for discussing and interpreting games.

Understanding Video Games launches September 3, 2014.

We're proud to have been a part of this course, and to continue working with UAlberta to foster learning and

understanding around video games.

Understanding Video Games (UVG) - 90 second promo

Koster’'s approach to interpreting game
mechanics 1S based on what he calls

ent Feedback Results Takeaways

ot
oo i oA

gagem

ot e

Motivation En

o s



Game-like Aesthetic

coursera

UNIVERSITY OF Understanding Video Games
*eEpe ALBE RTA by Leah Hackman, Sean Gouglas
H o R an il [ 1111]
zo a8 e I i1l ]]]
B8 &8 &8 =8 s wss
it N i Lo Lect Mo Co
elp Center
UNDERSTANDING oo Locures
VIDEO GAM ES Having trouble viewing lectures? Try changing players. Your current player format is htmi5. Change to flash.
Q
> Lesson 1: Introduction
COURSE v Introduction (5:31) ==E X
Announcements > Lesson 2: Play and Games
UAlberta Library Assistance v Play (18:55) =E=E &
Video Lectures v Games (14:47) == 3
> Lesson 3: Emergent and Progressive Gameplay
LESSON READINGS & RESOURCES R
v Progressive Gameplay (15:49) == L
Lesson 1 Resources -
v Emergent Gameplay (11:29) = =E X
Lesson 2 Resources I
v Playing Video Games (15:11) =i=E L
Lesson 3 Resources
> Lesson 4: Game Mechanics
Lesson 4 Resources v Game Mechanics (14:53) == L
Lesson 5 Resources v Interactivity (13:19) == L
Lesson 6 Resources v Agency (5:22) == 3
v : == J
Lesson 8 Resources MDA (21:55) - =

Motivation "Engagem_ent Feedback Results Takeaways
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Game-like Aesthetic

COUrsSerql | cContent |Send Emails Setup Grading Advanced | Analytics Sean Gouglas

UNIVERSITY OF Understanding Video Games

Games (14:47) Help Cer MDA (21:55)

Help Center

| player,

) 05:07/14:47

Next »

v :
Lesson 8 Resources MDA (21:55)

Admin Help

gagemen
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Game-like Aesthetic
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Game-like Aesthetic
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Game-like Aesthetic

race-based game mechanics. These
mechanics are used to...

A) Give the player a better
sense of Immersion

B)Give the player different
play style opportunities

C)Create moments for
emergent gameplay

D) Influence the game’s
narrative setting

E) All of the above

0:30

v e
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Feedback Design

Start a game-like
activity not yet directly
tied to course content

Use that activity as

object of study when

lesson arises later

Gamification (13:12)
. M

N

»

You've
Eschewed

9
Mechanicl Youve Essentialism!
Inverted

Hierarchies!

You're a
Game

Motivation Engagement

c
' —

Present amalgamated
results of activity in
forum discussion

[Activity] Gamification and the MOOC

Subscribe for emall updates. 3 pneD £

Sort replies by: Newest first Most popular

W No tags yet. + Add Tag

Sandra Sawchuk BZGd - 5 months ago % £

There are many different ways to gamify online courses. For example, we could've awarded a badge for every lesson
that you've completed and these badges could've appeared in your profile. What types of gamification techniques you would
think might help in future versions of this course?

Do you think that gamification would have increased your involvement in the class?

How about our avatar creator, which drew inspiration from many of the RPGs we discussed in the course? Did you find this
activity effective in getting interested in the course?

Did our character creator align well symbolically with the content of the course?
MO -flag

Lisa - 5 months ago % o

The very first course | ever took on Coursera was Gamification (taught by Kevin Werbach, of The University of

Pennsylvania), It was an excellent, fascinating, stimulating course, with enthusiastic forum discussions all the way through.
Gamification elements were used in the course, from obvious ones such as a badge, 1o subtler ones that were revealed by Dr.
Werbach in a wrap-up video at the end. He also fit an actual game into the course, which students could participate in or not,

as they chose.

Results
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Start a game-like
activity not yet directly
tied to course content]

Geoffrey M. Rockwell

Dr. Geoffrey Martin
Rockwell is a Professor
of Philosophy and
Humanities Computing
at the University of
Alberta, Canada. He
received a Ph.D. in
Philosophy from the
University of Toronto
and worked at the
University of Toronto as
a Senior Instructional
Technology Specialist.
From 1994 to 2008 he
was at McMaster
University where he was
the Director of the
Humanities Media and
Computing Centre
(1994 - 2004) and he
led the development of
an undergraduate
Multimedia program. He

The Leisure of Serious Games: A

Dialogue
by Geoffrey M. Rockwell, Kevin Kee

Abstract

This dialogue was performed by Dr. Geoffrey Rockwell and Dr. Kevin

Keel as a plenary presentation to the 2009 Interacting with
Immersive Worlds Conference at Brock University in St. Catharines,
Canada. Kevin introduced Geoffrey as a keynote speaker prepared to
present on serious games. Instead of following convention, Geoffrey
invited Kevin to engage in a dialogue testing the claim that "games
can be educational”. Animated by a spirit of Socratic play, they
examined serious gaming in the light of the insights of ancient
philosophers including Socrates, Plato and Aesop, twentieth-century
theorists such as Ludwig Wittgenstein, Bernard Suits, Johan Huizinga,
and Roger Callois, and contemporaries such as Espen Aarseth,
Bernard Suits and Mihaly Csikszentmihalyi. Their dialogue touched on
topics ranging from definitions of play and games, to existing
examples of “serious games”, to divisions between games and
simulations, and the historical trajectories of comparable media. Their
goal was to provide an introduction to these topics, and provoke
discussion among their listeners during the conference that followed.
In the end, they agreed that the lines of separation between "games"
and "learning" may not be as clear as sometimes assumed, and that

isent amalgamated
sults of activity in
brum discussion

cation and the MOOC

months ago %

ons of this course?

prested in the course?

3 pnneD £

Sort replies by: Newest first Most popular

to gamify online courses. For example, we could've awarded a badge for every lesson
bge badges could've appeared in your profile. What types of gamification techniques you would

would have increased your involvement in the class?

which drew inspiration from many of the RPGs we discussed in the course? Did you find this

’ ’ : ) : . )
You're a You’yl has published and in game design we may find the seeds of serious play.
presented papers in the h well symbolically with the content of the course?
Ga me Eschev area of philosophical Keywords: serious games, play, education, Socratic dialogues,
dialogue, textual theory.
’ visualization and
: You've : . -
MeChanlC! Essentla analy5|§, hl.l!'nanltle.s . Lo . bk on Coursera was Gamification (taught by Kevin Werbach, of The University of
l Computlng, instructional “Anyone who tries to make a distinction between Jlent, fascinating, stimulating course, with enthusiastic forum discussions all the way through.
nver ted technology, computer education and entertainment doesn't know the first od in the course, from obvious ones such as a badge, to subtier ones that were revealed by Dr.
games and multimedia thlng about either " t the end. He also fit an actual game into the course, which students could participate in or not,
0 [ ] A .
Hler‘a I”Chlesl including a book, - Marshal McLuhan

Motivation

Eng

|__University of Alberta.

Defining Dialogue: From
Socrates to the Internet
with Humanity Books.
He is the Director of the
Canadian Institute for
Research in Computing
and the Arts at the

GEOFFREY ROCKWELL: Dear Kevin, I'm sorry to have to disappoint
you. You invited me here today to talk to you about serious games,
but I don't really know the first thing about them, because I don't
believe that games can be serious.
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Avatar Creator
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Introduction (5:31)
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Avatar Creator
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Avatar Creator

Motivation Engagement
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Avatar Creator
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Avatar Creator

Male Skin I Female Skin I Unisex Skin

Motivation Engagement Feedback Results Takeaways
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Avatar Creator

Male Skin Body Types Personal Villain
Male Sexualized Average 892
Male Sexualized Slim 799
Female Sexualized Slim 551
Female Sexualized Average 550 " " =
Female Average 480 Gender D'Strl bUt'On
Male Sexualized Pear 475
Female Sexualized Muscular 424
Male Sexualized Muscular 412
Male Average 406
Unisex Muscular 380
Male Average Slim 351
Female Average Slim 344
Male Average Overweight 237
Male Average Muscular 212
Male Average Pear 206
Female Average Muscular 201
Female Sexualized Pear 185
Unisex Slim 150
Female Sexualized Overweight 146
Male Sexualized Overweight 146
Unisex Overweight 96 = 'h:nearIT?a(lg 1(:33?))1 9)
Female Average Pear 70 .
Female Average Overweight 68 ’ - Unlsex (649)
Unisex Pear 23

Motivation Engagement Feedback Results Takeaways
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Avatar Creator

Motivation
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Body Types

Male Sexualized Average
Male Sexualized Slim
Female Sexualized Slim
Female Sexualized Average
Female Average

Male Sexualized Pear
Female Sexualized Muscular
Male Sexualized Muscular
Male Average

Unisex Muscular

Male Average Slim

Female Average Slim

Male Average Overweight
Male Average Muscular
Male Average Pear

Female Average Muscular
Female Sexualized Pear

Unisex Slim

Female Sexualized Overweight

Male Sexualized Overweight
Unisex Overweight

Female Average Pear
Female Average Overweight

Unisex Pear

Feedback: Wish List for the Avatar Creator

Subscribe for email updates. o3

Sort replies by: JSCSS @ Newest first ~ Most popular

W No tags yet. + Add Tag

Lisa - 6 months ago % o

am having far too much fun creating avatars! So first, thank you for providing it for us. It made for a great way to start
the course and is a great icebreaker in the forums.

Many people wanted to create gameplay avatars, but in trying to do that, I'm finding the options, at least for female avatars, to
be somewhat limited. (See my attempts below. They are supposed to be elves, a witch, fighters and a princess, but | couldn't
make some of them recognizable as those things.)

Besides game avatar features, there are other things I'd like to see, so I'm sharing my wish list here, in case you decide to
expand or upgrade the avatar creator. (These are for the female avatar.)

The choices for any given item appear in a random order. If you leave that item and return, they're in a completely different
order. This is like Coursera quiz questions, where the multiple choice answers appear randomly by default - but they can be set
to always appear in the same order. Please do this. It would be easier if we could remember, for example, that we

Engagement

ale (3019)
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Sorters

Motivation

Play (18:55)

Which of these activities is more like play or more like a game? Place the most
play-like activities on the left and the game-Llike activities on the right.

Planning a
wedding

Engagement

Driving to
work

Peek-a-boo

Continue
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Sorters

Motivation

Play (18:55)

Which of these activities is more like play or more like a game? Place the most
play-like activities on the left and the game-like activities on the right.

Your Answer

Planning a Peek-a-boo Driving to
wedding work

2

Class Average (3219 Answers)

Peek-a-boo Driving to Planning a
work wedding

2.3 : 4.4

Continue

| 06:35/18:55 o)

o o

ck Results

.
e R 2
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Sorters

MMl [exercise] Play/Game spectrum

Subscribe for email updates. o

Sort replies by: RO EERIIE Newest first Most popular
+ Add Tag

© Videolectures x exercise x

Gabrie! NN - 6 months ago % o+

My answer was equal as the average:
peek-a-boo / driving home / planing a mariage / tag / hockey

But | would like to hear about why you guys think is this correct or even if you disagree with the average.

™1 ¥ -flag

Alastair I - 6 months ago % T

| disagreed with "Driving to Work" being play-like, which | mentioned at https://class.coursera.org/uvg-
001/forum/thread?thread_id=38 , but otherwise agreed with the ordering.

M0 -flag
+ Comment

&i Suzanne [l - 6 months ago % £

)
D &

> - My answer was planning a wedding / peek-a-boo / tag / driving to work / hockey.

Looklng at this now | would actually place peek-a-boo before planning a wedding. Admin Help

. .
aced planninag a wedding oNiS D e Dig ide becs - e gl Qainies ONel Nave Cenned) eSS gl o4 el
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Game Design Challenge

Motivation Engagement Feedback Results Takeaways




Children’s Games,
Bruegel (1560)
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Landscape with
Morra Players,
; || van Laer (1640s)

Takeaways




A Game of Morra,
Sorbi (1920s)

ilts Takeaways




ame Design Challenge

[Activity] New Morra Rules

& You are subscribed. Unsubscribe —
SimmaDinas-Smonﬂtsago% &

Sort replies by: ERELESSIH
W morrax Lesson3 x rules x + Add Tag Hi,

A variation can be done by changing the sum operation, it can be a rest or a multiplication. | believe that we can change the game,

but the problem is that it is very difficult to be right, then it cannot be more difficult than the
José I 5. x| - § months ago % Dertel M (Sgrts ct] - 6 monthe ago e
™1V -flag
Hi all, according to the video lecture of week 3, we are invited to the forum to create new ru| | thougt about using a paper 1o play, with that we can make more changes and avoid cheating.
mine: José I s Tock | - 5 months ago %

a) First the players write a number in the paper, then they throw out a single hand, showing zero to five fingers.
HI, | thought that type of rule too, another easy rule is only guess the amount fingerg b) Now they show the paper. If the number guessed is the same as the sum this player wins.
need to add or make another mathematical operation.

the idea with this rule is to use the sense of touch MOV -flag

Blind Morra

Nest step:
c) Every player can write a new number, but it can't be one that was wrote before by any one,

) d) They throw the hand again. Then they show the paper. If the sum is the same as any of the guesses (included the first one) the
a) Players put one hand horizontally in front of the eyes of his opponent to block his view, tH David Lawrence - 5§ months ago % that wrole that number wine. 50 they wil compets with the new and the old nu .

must be located on the shoulder of his opponent (fig. 1).
Hi Simena, that would work for multiplication if you limit the number of fingers the pld

some numbers would be left out. And the game goes on.

The only other rule is going to be: "if the players wrote the same number then they have to erase that number and play again®.

0,1,2,3,4,8,8,9, 12, 16 would be possible if you the number of fingers was zero t{ ™ 2 ¥ 120
player calls out a number that is “impossible® they could lose a point.

+ Comment
. Good idea!
0V -flag A Barbarallll - 5 months ago % &
) Another variation could be to create a simple algebraic equation like x + y equals z. One player is set up as x and the other as y. Each
% Vi - 5 months ago % player writes down their guess at z then tries to put up a number of fingers to maximize the probability of getting their z to show up.
The person with the most correct z answers wins. This could be a good way of teaching the concepts of variables and probability.
Another way to play the game is instead of adding the numbers, you can do subtr nd b v o
fig. 1 side and top view of the position of the players answer gets a point. You can even use this math game to teach addition, subtracti 1 -flag
students.
£ 0% - flag José I - nck| - 5 months ago % o
b) Each player say to the same time one number of 1 to 10 (fig 2).
but the game not change much with that rule, because you making sums too.
¢) both players extends and touch with fingers of the Hand that located on the shoulder of § the diference is you dont put restriction with the result, | think.
each one will know that the quantity of finger are extended. When the zero is Assigned punq
o Sean Gouglas [IREVSEE - 5 months ago % greetings
These are interesting ideas. Thanks. It is always fun to add rules to a simply (and beautiful) gar edit
break it :-)

ok i read a lot of times after | responce, for some reaon | avoid the details xD, but is a intersting how you use the game with a
educational purpouse. | have a question, you handle the values of Z 0 to 107 or the nums of results dont have limit?.

maybe a suggestion for put a indefinity nums of results is each player can use two papers, in one paper put the value for z,

Motivation Engagement Feedk ' Results Takeaways
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Student Surveys

| am motivated to learn more about this topic.

Strongly
Agree

Agree

Undecided

Disagree

Strongly
Disagree

87% were motivated
to learn more about
video games after
taking UVG.
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Student Surveys

| increased my knowledge of the subject area.

Strongly
Agree

Agree
Undecided

Disagree }

Strongly
Disagree

96% Increased their
knowledge of video
games after taking

UVG.
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Student Surveys

The concepts were explained clearly.
Strongly
Agree
Agree
Undecided
94% thought the
Disagree J concepts were
explained clearly in
Strongly UVG.
Disagree
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%
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Student Surveys

| would recommend this course to a friend.

Strongly
Agree

Agree

Undecided

Disagree j

Strongly I

Disagree

89% stated they
would recommend
the course to their
friends.
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Student Surveys

The presenters were enthusiastic.
Strongly
Agree
Agree
Undecided
96% thought the
Disagree presenters were
enthusiastic about
Strongly the course.
Disagree
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

g 2 e
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Measuring Engagement (Avatar)

Preliminary engagement results.

Emotional

Cognitive

Behavioural

Social

Working with the avatar ...

... was an exciting part of my learning.

... allowed me to learn more about the material.

... prompted me to check in regularly:.

... helped me to connect with other students.

Motivation Engagement Feedback
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Feedback Loop

The feedback loops proved effective In
promoting student engagement especially
cognitive, emotional, and behavioural

engagement.

Social engagement was not as strong. Feed
back loops did not prompt students to create
additional interactions, like study groups.

Motivation Engagement Feedback Results Takeaways




Course Release Schedule

A House of Cards release model seem to
improve completion rates for the MOOC
version of the course, and likely improved
cognitive engagement amongst students.

A weekly release (or cohort model) will likely
Improve social, emotional, and behavioural
engagement amongst students.

Motivation Engagement Feedback Results Takeaways




Forum Decorum

Have strategies and prepared text in
place to address controversial topics
and behaviours prior to the course
starting.
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