o
I a international game
developers association

Creativity
in the

Game DesiQaN
Classroom  »:

Jessica Hammer

<C
o
o
[
su
o
c
mn
=
L
=
m
(Vs
—
a
e
=
(¢V]
o
a
o
(=]
=
(V4]
o
=
o
i
o
N
.
m
5
(<))
=
W
e
n
=
v
o
=
(eF]
Lo
a
Y
=
o
o
v
e
(eF]
=
=
(4]
=
(V]
O
(4]
=
mn
(&




O

igda

international game
developers ass\:@ion

Hi!
Who am 17
Who are you?




Hi!
Who am 17
Who are you?




igda

international game
developers ass\:l(gion

researcher




igda

international game
developers ass\:@ion

researcher

educator



igda

international game
developers association

researcher educator

game designer




igda

international game
developers association

researche educator

\/




international game

Hi!
Who am 17
Who are you?




. d
international game

developers ass‘nﬁ{tim
. " 3

S\, ;
etwork. Inspire.)

N

N e

educator



%Cz educator

. administrator




educator
administrator

O

intern

ational game

developers ass\:@ion

researcher




.((g educator
administrator
researcher
game developer




.(% educator
administrator
researcher
game developer
student




educator
administrator
researcher
game developer
student

... and beyond!



Today we will

focus on student creativity
design creative environments




Today we won't

focus on teacher creativity
learn pre-constructed exercises
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3. Creativity framework
4. Design exercise

5. Wrap-up
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(Gruber, Amabile,
Czikszentmihalyi and more)
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expectations

opportunities

conventions
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Next Steps!

resource handout
find collaborators




Next Steps!

resource handout
find collaborators
iterate your classroom




Thanks!

Jessica Hammer
jh2354@columbia.edu
http://www.replayable.net




