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GAME DEVELOPERS CONFERENCE CHINA

how can we make this incredible investment
of time and money both fun and meaningful?
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2000s

Investments in Game-based Learning Projects

Despite strong funding support for research and positive research findings, there have been
very few examples of game-based learning products that have reached scale.

$100’s MM

Foundations and Government Investors & Publishers

Research Development Productization Distribution Scaling

STAGES OF PRODUCT DEVELOMENT
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MEDIA

games and game—based-programs that engage, educate and empower

world games design games
share, celebrate & embed creation tools to

extend world cultures create inspired futures

game game—based
portfolio learning

. . programs
impact games brain games

explore critical global show how we

social 1issues can shape our brains,
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digital games that engage and empower

work with innovative and non—traditional partners to expand the boundries of
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GAME DEVELOPERS CONFERENCE CHINA

popular entertainment

MEDIA

Gateways

Pathways

v

purposeful learning



GAME DEVELOPERS CONFERENCE CHINA

gateways

fire the imagination;
catalyze a desire to learn more

consumer channels
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Games Thousands of Years in the Making
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inclusive development

Cross
platform

atmospheric
VAANE
platformer

narrated
in Inupiaq

translated to
' 16 languages
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Inclusive Development

build trust & respect

align interests & objectives

see world through each others eyes
clearly define inclusive process
anchor project pillars

have fun, make money, make impact!




GAME DEVELOPERS CONFERENCE CHINA

Show Never Alone Video Here
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“Best of 2014’ media lists including---
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Times *
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reviews and feature articles in
popular media and gaming press
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NEVER ALONE

Letting you play as an Inupiaq
girl or her Arctic fox, the 2014
; video game “Never Alone”
is based on the folklore of . -
indigenous people where?
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pathways

game—based learning trajectories toward
meaningful lives and careers

educational channels
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Design Games
Jempowering the next generation of creators & innovators
o8
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From Never Alone to World Games

Fox Tales (Never Alone DLC) TBD New World Game
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Gamestar Mechanic
Game, Platform, Tools, Curriculum and Community

Tapping into natural desire of youth to play and make game

/ 215t century skills
systems critical thinking &
thinking problem solving o &
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GAME DEVELOPERS CONFERENCE CHINA

Show Gamestar Video Here
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Gamestar Mechanic

GAME ALLEY

Publish your games for other mechanics

s rostont
& ‘W/‘ Play and e gams by ther mchanics! §
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KARAKURI GHOST

SPRITE SETTINGS

and challenges!

The Karakur{ Ghost is the subject of
many scary bedtime stories told to

the factory's children. Like all
Karakuri, their behavior s
unpredictable and erratic. Worse v
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205 pisys, 16 ratigs

assessment

This chart shows how many people start and

finish each level of your game! You can think
of it as a pipe: the skinnier the pipe gets, the [BAIING
harder it is to get through it! Dy ]
If your chart looks like a
straight pipe, it means FICULTY
that just about everyone
e eap e T )|

finished it!

LESSON 3: Balance

LOCATION: Computer Lab

pnd of this lesson

\ Gamestar Episode related
B\ vl be able to:

1o this lesson:

This might mean your game
is really fun, but it also
might mean it’s too easy!

Awesome! Played over 100 times
befare 1 finally beat it

“\\‘ie balance of fun First Quest - Episodes 5

“2gein games.

If your chart looks more like
a funnel, it means that fewer
and fewer people complete
each level of the game.

This might mean your game pLAY
gets harder over time, or
‘maybe it gets more boring!
If your chart has a place e
where it suddenly gets ISUALS
Foragame to be fun, it must also be challen- skinnier, you have a level vV
qing. In this lesson, students will balance the that n"lot of people give
elements of a game in Gamestar Mechanic. upon!
That level might be too hard >
for most people, or maybe ADD A NOTE ABOUT
22 Justioofono” [storv || visuars |

«Projector and laptop or smartboard.

guantitative qualitative
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Gamestar Mechanic

7,000 +

schools and afterschool programs

750K +

youth—created games published

15 million +

youth—created games played in over 100 countries
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“Gamestar Mechanic gives students a sense of mastery and confidence.
It was exciting to see previously disengaged students become peer mentors.’

— Chelsea Nilsson, Dean of Instruction, KIPP Philadelphia School
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From Gamestar to Design Games

Gamestar Jr.
Q2 2015

version of Gamestar
for
5-8 year olds released

in partnership with
PBS

Gamestar Adventures
Q4 2015

version of Gamestar
for
10S and Android
mobile devices

broaden

Game Concept

Fab: The Game
TBD

sandbox game to inspire
the next generation
of makers;
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Deepen and extend impact of games through

leagues, workshops
: educational e—sports

learning programs

competitions &
festivals

programs &
curriculum
supports
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National STEM Video Game Challenge

national stem

National youth game design competition
announced by President Obama to

motivate youth in science, technology,

engineering and math.

E-Line co—founded and operates a national youth game design competition
and learning program throughout the U.S.

Announced by President Obama at the White House
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| | Classroom Management

ustom edition of Minecraft with features
igned for classroom use.

LEARN MORE

E-Line has partnered with Teacher Gaming to develop and distribute MinecraftEdu, the education
edition of of the widely popular consumer game, with features that make it much easier to use in
learning environments
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Approach to Publishing Games for Impact

impact objectives

target audience

context of experience

Key Considerations

platform alignment

game design alignment

business alignment

discoverability

sustainability

assessment models

Concept Development

Landscape Analysis
Product Plan
Research Plan
Budget & Schedule
Team Resources

greenlight °

Creative Design
Technical Design
Production Plan
Go-to-market Strategy
Production Management

launch o

Scaling & Optimization

Promotion & Outreach
Distribution
Optimization

Impact Assessment
Financial Analysis

Copyright 2011 E-Line Media




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

Games that engage,
educate & empower

‘Education is not the filling a
ail, it is the lighting of a fire’
— William Butler Yeats
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